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6 MASSIVE HITS IN ONE 6-PACK 


PLUS BONUS GAME - DUET 


PLUS BONUS GAME - 
DUET. PREVIOUSLY 
UNRELEASED, 
SIMULTANEOUS 
TWO-PLAYER ACTION. 
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SPECTRUM 


MAIL ORDER 


Al Durell games are also available by mail order, with no charpe for postage or packing. just include a postal 
order or cheque made payable to “Durell Software Ltd”, along with your name and address, your computer, 
and the title of the game you wish to purchase. Your game will be sent by return-of-post. Note: Amstrad 
disks are only €9.95 by mail order! 
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MORE NEW 
FACES 


Having announced that | was 
retuming to the editor's chair in 
last month's issue, and that 
Richard Eddy had moved over to 
CRASH from AMTE! to help with 
revisws, there are still further new 
faces to introduce this month. 
Wiho are the two dashing, 
debonaire blades in the picture, 
you may well ask? Along with 
Lloyd Mangram, they have the dis- 
tinction of being a touch more 
mature than most on the CRASH 














reviewing team. lan Phillipson 
tives in Ledbury, a town in 
Herefordshire almost as beautiful 
as slgepy Ludlow [he disagrees, 
considering it to be the other way 
rounda). tan's fairiy new to com- 
putar gaming, and was press- 
gangeo from his happy ie as a 
eelance journalist because il was 


| assumed that ifhe had survived life 
| thislong by selling 
| be able to write. He's a rural man 


words, he must 


but fair, and decided to give joys- 
tick bashing a go = it makes a 
change (of sorts) from wielding Dat 
and ball fór Herefordshire County 
Cricket team. 

tan's main function on CRASH 
is to write the 'introductory” parts 
of game reviews — you know, the 
bits that start with a large capital 
letter to tell you where to start 


reading. 


The other one in the picture, 
looking a bit like he could be vio- 
lent any second (probably 
because he forgot to take his siip- 
pers off before coming into work), 
15 tha CRASH Sub-Editor, Clarán 
Brennan. As you can tell, he's 
Irish, and hails from fair Dublin. A 
sub s job 5 to make sure every- 
thing is proof-read and appears in 
correct English (don't ask what an 
Irishman knows about English, as 
Ciaránis likely'to reply with the fact 
that the Irish are the most Irterate 


| and educated populace in the 
| EEC). 


| &-» CRASH newcomers lan Phillipson (left) and Ciarán Brennan, 








Ciarán rewrites amything that 


employed bashing reviewers 


around the head to make sure they 


actually do the writing in the first 
place, so he's got something to 
correct. Clarán's hobbies include 


Local from Ludiow — Gareth Adams, 
a new reviewer for the CRASH team, 








| | Diploma in Electronics and 


drinking ( just the occasional 
drop”) and rubbing his shoe heeis 


| ontheoffice nylon carpet and then 
needs 1 and is otherwise gainfully | 


delivering mighty static shocks to 
recalcitrant reviewers, Ifyou re 

interested, the funny little accent 
over the Ain his firstname is called 


| a'fodder' (or something like that), 


and 'broadens' the letter to make 
it sound like an O. 

Another Ludiovian joins the 
team this month. Gareth Adams 
has been a CRASH reader since 
Issue Ône, and a Spectrum owner 
for longer. His attachment to 
CRASH up until now has largely 
been through serving alcoholic 
refreshment to team members in 
the Bull Inn, around the comer 
from CRASH Towers, but recently 
he decided the money was easier 
here. Aged 19, he's studying for a 
OIT]= 
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No 38: Xmas 1986/1987 

o oftraditionaly festiva 
accompaniad by Issue 

Dot DOT LIA ao na pn eres 


behind the scenes in Gro 


iii acido on O 
bears Lioyd"s Initials. Lloyd himsetf 


| tures, as doss Franco F 








lnoks back over 1986 giving a 
rasume of tha wa al played, 
Mel Croucher ins the saga of 

TAMARA KNHGH Part One of the 


at a the GENE 8 game and 
looked at musical add-ons. Not 
fon ng the definitiva CRASH 

I exfor 1986 andthoNEWSFIELD 


o Men incuriad Jo infrator, Level 
ad Sobe dad Areia 


No 37; 1987 

The man JETMAN is inter- 
vigwod and reveals a few ofhis dark 
secrets, and we reveal the dark sac- 
rets oftha trio ofreviewers chained 
up in the CRASH Dungeon. TAM- 
“ip AL dd ou Li pda 
wortd of Video Digitisers. The full 
match report on the Match Day 


how one of the 


* Challange |s given, in which we tell 
programimars 


- munications Erqncenog. Favour- 


| Re game is still 


lite, unless you 


| count Rugby, which he says he 


likes because it allows him to 
release the pent up aggressions of 
an afternoon spent avoiding 
mighty static shocks an being told 
to rewrite things. Gareth's name 
willbe now appearing atthe topo! 
several review columns along with 
thóse of Paul Sumner, Mike 
(Skippy) Dunn, Ben Stone and 
Richard (Ricky = the full name was 
too long!) Eddy. 


NEW REVIEW LAYOUT 
rou willaiso notice tha! the layout 


of CRASH reviaws has 
slightly. There are now, in effect, 





three types; Smashes, games of 


| 50 percent and above and 


games 
below 50 percent. The change is 
more one of length than style 
really. We're making them all a bit 
snappier so me can fit more in (in 
those months when there area lot), 
and allow more room for the 
increased number of colour 
screen shots. 

Epis omission from the iars 
list is Hu Mangram's of | 
Slime. 1 hasn't died — it's just tak- 
ing a holiday while Lloyd does a 

spot of rethinking about how it 
should be presented in the future. 
So watch out next month for = well, 
something a bit different! 


Roger Keam 
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VIDEO 
ACTIVE 


Budget Software house, MASTER- 
TROoNic, are about to launch two 
| new labels, but they've nothing to 
do with computers. Master Vision 
and Master Sound will produce 
videos and audio cassettes and Ô ; 
LPs respectively. Some of the E 1 | ough the computer industry 
morenotablevideos scheduledfor | LR: Cio É isn't exactly huge behind the Iron 
| release are Felix the Cat, Creep- e EM mp e Curtain, pirates are running amok 
| show and Rock, Rock, Rock. The | E | | producing cometaTacE a died 
onty cassette CRASH has heard er games an ng them o 
| so far is Heat Of Soul, à compila- at the equivalent of of ES, Even 
tionofclassic soultunes -mostof stranger is that Raid Over Moscow 
them cropping up in Levicommer- and the Anti-soviet Rambo appear 
ciais these days. The vids are to be very popular! Whatever 
hoped to retail around the eight next... will litile green men want 
pounds mark and the LPs at copies of Invaders? 
| roughiy a fiver, 


LATE EXPECTATIONS. 


Virgin are releasing their latest cream. 
Now Games compilation — Now 4. From MICRO PROSE, who have 
It features Dan Dare, Hacker, Back | recently been let off the us GoLD 
to the Future, Mission Omega and leash, comes Gunship, a strategic 
| 
] 














Alth 















| Jonah Barrington's Squash. helicopter simulation and F-15 
Retailing at 3.95, it's g00d value | Strike Eagle an air combal game. 
for money with Dan Dare and Mis- Full reviews next issue. 


sion Omega really taking the 


The view from the Gunship 


o b [a ae . " ag | 
=: L— a 





High up, an enemy aircraft comes 
within killing reach in F-15 Strike 
Eagle. 


graphics combined with a bit of 
puzzle-solving. Strange rumours 
also abound about killer car- 
rots . 


Due to the Easter Holidays, this 
issue of CRASH had to be finished 
a bit earher than usual, which 
meant that some review copies Of | 
games arriveda wee bitlatefora | 
the fulltreatment. However, as we 

| never like to let you lot down here's 
a small taster ... 

Next month we'll bring the full 
review of Cosmic Shock Absorber 
from MARTECH. It's finished now, 
but arrived just too late for a full 
review. Essentially, it's à 3D shoot 
'emupusing some effective vector 
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No sooner does one ZX Micro- 
fair seem to end then another one 
is well on its way. The next gather- 
ing is to held on May 30th at the 
Honticultural Hall in London. 
CRASH won't be there this time, 
mainly dus the factthat we have to 
spend our time doing something 
called “writing a magazine." For 
Microfair details, give Mike 
Jonston a ring on O1 801 91/72. 





CHEAPIES 


PRISM LEISURE have just bought up 
ADIICTIVE GAMES — the company 
that pushed Kevin Tom's face into 
the limelight, and produced the 

| infinitely popular Football Man- 
ager. Prism are re-releasing that 

| particular classic at 22.99, 
although from the amount pRISM 
ara crowing about its immense 





The next release from PALACE is to 
bea game worked upon bytwo of 
today's mast respected program- 
| ming teams — BINARY vISION and 
ELECTRONIC PENCIL COMPANY. [!'3 
called Stifrlip and Co and follows 
the tortunes of Sebastion Stifip 
and his three Intrepid companions 
in their tropical quest for Count 
Chameleon. The plot and follow- 


DI's F16 


wWihila MmiCROPROSE are happily 
battling away with their F15 fight 


gare, DIGITAL INTEGRATION are Cur- 
renthy developing a new simulation 


based on the F78 Fighter Falcon. 
They've been working on some 
new programming techniques 


which enable them to increase the 


density and variety of objects on 
screen. Missions are planned to 
include air superiority as well as 
ground attack sequences, The 
expected release date is early 
Autumn, and as ever we'll Bring 


vou a full preview as sóon as pos- | 


gible. 


sales figures we can't help won- 
dering — is there anyone out there 
who hasn't already gota copy? 
Also about to be released on 
BuBBLEBus Mini Bus Lineat 1.99 
is a previous CRASH Smash, 
Wizard's Lair. t's a arcade adven- 


| ture featuring delightful graphics, 


and s still recommended by th 
CRASH team. Finally pss' Swords 
and Sorcery Is now on release for 
a very reasonable [2.99, 


KEEPING IT STIFF 


ingactionisaspoofontheripping 
yams of the 20's and 30's using 
rmany of the cliches of the comics 
and movies of the era, 

Binary vistoN describe Stiflip as 
a" multi-role action packed adven- 
ture.” Preview next sh hopefully, 
in the meantime we ll leave you to 
ogle this screenshot. 
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TRADE, HOTLINE DOS BIGITO 


HAVE YOU GOT THE MIDAS TOUCH? 


IF SO 


MIDAS MARKETING 


REQUIRES 


YOUR BEST GAMES PROGRAMS 


FOR 


EVALUATION, ASSESSMENT 
AND HOPEFULLY PUBLICATION 


We offer top payments or royalties, 
whichever you prefer ! 

We also require programmers who have 
experience of software conversions from 
various formats and an ability to begin 
projects from storyboard to finish. 


IF TOUR SOFTWARE HAS THAT 
GOLDEN TOUCH 


THEN DO NOT DELAY, WRITE TO US AT: 


CONTACT: PAUL GODDEN-WODOD 


MARKETING LIMITED 
45 West Hill, Dartford, Kent 
Telephone: 0322-92513/18B 












THE SPY WHO CAME 
IN FOR A DRINK 





Tired out after a long squawk, Minson turns to the world of interna- 
tional espionage to eke out a crust. As usual the intrepid ligger finds 
a world occupied by leggy blondes and Gin Martinis. 


Ldid it in despair! After last time, 
when | thought ['d never ever See 
| another launch, | sold my soul to 
MIS. Sohere they are... . thecon- 
tinuing adventures of Minson = 
Super Spy. | 
kt started with a brick which 

crashed through the window, 
bounced gentiy off the back of my 
bonce and fell to the floor. Appa- 
rentiy this is anew Post Office ser- 
vice for the delivery of top secret 
messages. As | read the words 
"Odeon Leicester Square — 1 tam 
Sunday, a chill ran down my 
spine. | knew that there was No 
way that | could miss out on this 
vital rendezvous, and yet there 
was something wrong . .. Idor't 
bd Sundays tilat least mid- 

a I 


Still, | managed to drag myself 
from undermy duvet for a special 
preview of The Fourth Protocol, 
courtesy Of ARIOLASOFT who are 
now handling this tale of spies and 
skuliduggery. A few skulis get dug- 
gedint beef senda a 
getting snai and a throat get- 
ting sit -« ideal Sunday morning 
entertainment! Play thê game, 
watch the movie and get paranoid 
about bombs in your backyard! 

Then thera was the liaison with 
the mysterious woman. Why was 
her once blonde hair now darker? 
Could it be that she was hiding 
from somebody? If so, she 
couldn't have picked a better 
place than the MASTERTRONIO Offl- 
| ces. Titchy Ittle computar casset- 
tes are one thing, but now the 
company has gone infor great big 
video boxes and stacks of 12" 
records, the place begins to 
resemble a maze. 

Luckilhy the late lamented Mas- 
TERTRONIC Mata Hari, Alison 
Beasley (for itwas she) spiritedme 
away to an exotic basement where 
Hucked into a steak, she tackled 
| an oversize chease salad, and wé 
| disposed of a couple of botiles of 
WINE. 

Over the meal she easily per- 
suaded me that Mastersound and 
Mastervision will do for your ears 
and eyes what good old M-tronie 
did for your chips. With soul class- 
ics orthe LP and titles like Creep- 
showand The Exterminatoron the 
VHS, I'm convinced. 

'Butwhat about the new arcade 
machines you're producing”? 
Where will they go?”, | asked, Ali- 
son turned pale. 'And MELBOURNE 


12 CRASH May 1987 








HOUSE are moving in, aren't they?' 
Listen, fyou've gota roomtolet, | 
reckon MASTERTRONIC has à cor- 
responding space problem! 

More mystery as a foreign 
power, whose Ambassador is a 
certain Mr Wright, suggested | 
should goto church. By now was 
getting used to meetings in 
unlikety locations, and fthis mys- 
terious blond wanted to siip me 


| something between the pews, he 
| was in for a big surprise. 


But the church turned out to be 


| London's chic Limelight Club and 


ts now well and truly deconsec- 
rated, Boy, actimiston had invited 
the world and his uncie to this 


extravaganza, thrown specially to | 


celebrate Flat-top's retum to the 


world of PR and, more likely, his 


escape from that human waste 
disposal unit, Gobbler Liddon. 


- Gobbler Wonderboy 
e a 





Lots of good stuff to vid, suchas 
Star Raiders |, Enduro Racer and 
the game they named after Andy 
himseif, Wonderboy. À well 
stocked bar too, but it was a pity 
the speeches interrupted the meal 
= [Lt was à race to see whether the 
audience or the food would cool 


| ofifirstas the hard sell dragged on. 


A lavish do indeed, in a setting 


| thatmakes The Rocky Horror Pic- 
| ture Show look subtle. Would you | 


believe silver candleabra with 


| black and white candies? And 


when we emerged from the nosh 


free play, making this the world's 
trengiest arcade, 

Still, even | can only take so 
much excitement, which is why it 
was something ofa relief to be 





contacted by my superiors and 
asked to Nair ar some odd 
goings on near Abingdon. Could it 
really be that they suspected HEW- 
SON of being in league with the 
enemy? 

kt didn't take long to discover 
that the company has indeed got 
involved with something strange. 
it goes by the name of Christian 
Urquhart, a trainee human being 


| whocould give Liddon arunfor his 
| moneyinthe Gross Out Olympics. 


Christian isa damngood program- 
mer though, and Gunrunner, his 
first project for HEWSON promises 


| to ba a mega-blaster shoot-em- 


up! 


Hewson. A sly look came over his 
face... Atleast let us take you 
out to lunch first." “Are vou trying 
to bribe me?' | asked, but it was 
too late — Julia and Debbie were 
bundiing me into the company car. 

We dróve at a reckless pace 
along deserted country lanes, 
Would | ever see Miss Spen- 
dapenny again? Did | want to when 
iwas atthe mercy ofthese delight- 
ful damsels? By the time they'd 
finished feeding my face with 
pheasant, 'd forgotten everything 
they taught me at spy school. The 
best form of brainwashing is 
always a good meal, 


“There's more where that came | 


from next month', they promised. 


By now | felt like a double agent — | 


as in seging double! lt was almost 
by accident that | stumblad into 
the seedy Soho cellar that some- 
times serves as a film preview 
theatre, only to find myself part of 
BEYOND's Star Trek IV celebration 
—- a brave attempt to convince the 
hacks that the game will appear 
one day. 

The film itself is odd, to say the 
least. Kirk and the rebom Spock 
take a day trip back to 1987 in a 
Klingon ship to save the Whales! | 
bet BEYOND wishes they had similar 


| time-travelling abilíties, so they 


could capture a copy of the prog- 
ram. Okay, 50 they had'the ST ver- 
sion there, but what about one for 


| acomputer like a Spectrum, that 
| TO | real people can afford? 
there was a line of coin ops setto | | 


Idid notice the two 'love-berks 


| (sic) of another magazine billing 
| and coging, and all but throwing 


the furniture at each other. Seems 


| heloved the movie, she metely 


laughed at it. Somebody should 


| -“Ofcoursel'Istillhaveto file my . 
report with M', | told Andrew 








| tell their poor, gullible readers 


about them. looked like there 
was going to be more action in the 
audience than ón-screen, when | 
noticed a tail Scandinavian. Could 
this be my secret contact? 
Actualhy it turned outto benone 
other than Bo Jangeborg of Fair- 
lightand Artist fame. But what was 
he doing at a TELECOMSOFT bash. 
Seems he's had enough of life on 
THE EDGE and has found some- 
where new to rest his power sup- 
ply. He told me a whole lot more, 
but as it was allin Swedish | didn't 
understand a word. Maybe | just 
wasn't cut out for the secrets lark. 
| was on the verge of resigning 
when the phone rang and an 
unmistakeable titter rang out. “Hi, 
dot", said the titterer, | bet vou 
thoughtthespying lark was all fast 
cars and beautiful birds, didn't - 
vou? Well, ft is for some of us.' 
“You can't fool me, Michael 
Baxter”, | snapped. 'Oh no?' said 
the elegant one, “Well, ask me 
about my date with Maria Whit- 
taker. Pullthe other one... ',| 


cried. “I've got photographic evi- 
dence, he gigaled, happyasadog | 
with two bones. 





Maria Whittaker - more next month 





At that moment another brick 
crashed through my last unbroken 
window. À picture was attached to 
it. | gasped. So Baxter wasn't 
Iying . .. what was the explana- 
ton? Ed tell you if it wasn't for the 
Officious Secrets Act, but as it is, 
you'll have to wait “til next month 


for the facts of Baxtie and the Page 
Three Bird. Yours in FAL 


(Shaken and Stirred!) 
HUNTER 5 MINSON 
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Before vou buy a printer interface, its worth 







“e e. 


hinking ahead.One day,you' probably want to write 


someone a letter: Draft an essay. Or ereate a report. 


..0» €. 


With RamPrint, it cou ldn't be simpler. 


Bambrint gives you a powerful interface to Lhe 


o .-2'. 





8 E 
“huge range of popular Centronies printers. o 
It's also the only interface with RamWrite Ê x 
“oslant Access word processing built in. 9 
Plug in a printer and you're ready to create, | E 
edit and save professional-looking documents, : 
quickly and easily. : 
“The RamWeite program uses Instant Access” so s* 
“ Ahere's no soltware to lvad, and takes none of the ig | 
— computer's precious memory. In fact, its the a 
E simplest way to write a letter on the Spectrum. 
É — The cost just £54.95 (eheaper than buying an 
A interfaçe and software separately). We've included 


the printer cable - and even a joystick port so you 
“cam play games without unplugging. 
, Ld E 


o To get your han 





s on one, simply fill in the 


coupon: Whichever way you look at il, its a gift. 
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“Well done actmston! At 
last someone's come up 
with a very realistic arcade 
conversion = you feel as 
though you're actually sat 
on a bike, hurtling along a 
race track at over a 
hundred miles an hour. The 
graphics are amazing, hills, 
dips, jumps, trees, rocks 
and stones are all well 
designed and excellently 
animated. One litthê quirk 
though, | wasn't happy with 
the annoving tune which 
plays whilé you're racing — 
ft gets in the way of the 
engine's revving sound, 
he price is a little high, but 


E 
T 
the re makes this 


worth the 


GARETH 


417 
MPE RE E ro das 


ao EN 


Producer: Activision. 
Retail Price: £9.99 
Author: Giga Games 
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The action involves a series of 
motorcycie races spread over five 
courses, each accompanied é bi 
own background landscape 
objective 5 simple; out-race other 
ridors and successfully complete 
all the levels in the shortest possi- 
big time. 

The biker is viewed from behind 
and slightly above, in vanishing 
point perspective, He's generally 
centrad in the screen, while the 
track scrólis sideways as neces- 
sary to su t curves, and the 
distant lán scape follows suit. The 
horizon also moves up and down, 
for acrmison have incorporated 
the oniginal's bumps and hills. 

The first course, set in a tree- 
lined country road, introduces the 

ptayer to some ofthe hazards that 
lia ahead on other tracks. There's 
only a handful of competitors to 
contend with, and few jumps, or 
wheglies, to be executed. Control 
is straightforward: steer left and 


“ Full Throttle was undoub- 
my favourite race 

me, but | must contess, 
nduro Racer has converted 
me, R knocks the pants off 
adota race games. The 


for this, It's got a good high 
score/best time table and 


loads of options. Enduro 
Racer must stand as one of 





nght, accelerate, brake and 
eles (used to avoid losing 
speed on jumps). 

At the start of avery race a timer 
is set to 60 seconds, the limit 
within which the course must be 
completed — the actual time taken 
to complete a course is displayed 
at the end of each circuit. Oppo- 
nent racers pose a threat im as 
much as a collision with one flings 
your bike aside, losing you valu- 
able time-as you restar, 

The second track, 
desert, is. made even 
5 by the addition track 
falls, and the presençe of a jeep 


sel esto 


great risk, but Is certainly 
paid off. This is the ultimate 
race game on the Spectrum 


else that compares with its 
graphic realism or playabil- 
ty The scenery is well 
drawn and moves smoothly 
past you in a most lifelike 
fashion. What is so 
astounding about Enduro 
Racer dd that it's an almost 


game “(apart from the 10p 
slot of course). The land- 
scape and playability make 

| actTvisoN's latest one ofthe | 
most addictive race games 
you'll ever see on the Spec- 

| trum. * 





hurtiing around the course 
alongside the bikes. The third cir- 
cuit tests vour skills further by the 
inclusion of water on either side of 
the track, and the two final courses 
are even harder — snow on the 
ça and sea and sand en the 
fth 


Sadly, acrmiston have decided | 
not to include the arcade original's | 
bike saddle to sit on while playing 


you'll just have to borow a 
iiend's motor cycle, or eng 
the sensation! 






























| Control keys: definable 
Joystick: Rermpston, Cursor, 
| Interface ? 


Use of colour: generally 
monochromatic, with back- 
ground colour changed for 
each course 

a: large, beautitully 
| drawn, fast and with very 
| smooth seroiling 
Sound: adequate 
Skill levels: one, with 
| increasing difficulty on sub- 
sequent COUrSES 
Screens: fivo tracks 
General rating: ii de Spec- 
trum conversion that 
paid off handsomely, provid- 
ing all the thrilis and -spilis ot 
the original, 


| Presentation 90% | 
Graphics 94% 
Í 94% 


Addictive qualities 921% 
Valuefor money 85% 
| Overall 92% 





advanced sup 





Producer: The Power House 


Retail Price: £1.99 


Author: Steven John Tatlock 


his multi-directional air- 
f borne shoot 'em up isa con- 
version of a 1981 Atari 


| arcade favourite. Having passed 


through a time-warp, your ultra 
modern jet fighter is con onisd by 
a multitude of archaic but bellige- 
rent aircraft... inthe year 1925. 
Thera is a way back tô your oumM 
time though. The letters W A Rand 
P float about, colacting them to 


| spell the word 'warp' Zzooms you 
“forward to the next time zone = and 


gventually to the relative safety of 
vour Own era. 
displayed in a panel at the bottom 
right of the screen. 

To collect these letters it is 
imperative to avoid the swarms of 
eo É aircraft — these evolve 


with each time zone, progressing 


| from bi-planes to helicopters as 


the years progress. Your 
ighter | man- 
veuvres in all directions, and 
blasts the enemy from the sky with 
ts high-powered cannon. Ten 
points are awarded for each “kill”, 

with the total score displayed bot- 
tom left. Also at the bottom left, a 


| bonus score counts down from 


1,000 - the remaining bonus 
points are added to the total score 
on the completion of each time 
zone. 
Choosing one of four skill levels, 
pe start your mission with three 
ives. Ône of these is lost on each 
contact with an enemy aircrafi or 
missila, with another added on 


| entry to a new time zone. 


| CRITICISM | 


| 8 This was around ages ago 
| on the BBC (many of my schooi 


Coliected lettersare | 


O"!m glad that 1982 only lasted | 


| for the usual 355 days — as this Is a 


prime example of the sort of 
software released that year. | was 
amazed to see that the program- 
mer is the same person who wrote 
Agent X-he must have written this 
às a joke. The graphics are appal- 
ing lespecily the cole tec | 


O “A conversion from the BBC 
On our Spectrums? = no thanks! 
The graphics are absolutely abys- 
mai, with the appalling use of col- | 
our making the planes almost | 
invisible on some levels. Even for | 
two pounds, Time Flight is a game 
that everyone's collection can do 
without. 





COMMENTS 


ontrol keys: top three rows — — | 

ferrar to rotate left; right-hand 
to rotate right, bottom row to fire 

Joystick: Kempston, Interface 2 
Use of colour: plenty of variety, 
but appalling ciashes 
Graphics: minimal and undetailed 
Sound: basic spot effects 
Skill levels: four 


| General rating: Unimpressive 


clone of a dated arcade machine. 











BAGDAD 


| Producer: Atlantis 
Retail Price: £1.99 


Author:ProductivePlaytime 


| chubby Caliph in the Mid- | | 
die East is having a spot of 


bother. On the first day of 
each year he must produce the 
“Sceptre of Bagdad" to show his 
people that he is fit to govern their 
tand. However, ON one such occa- 
ston the Caliph has woken early, 
feeling decidedly strange. After a 
quick bodily perusal he discovers 
that he has shrunk to tiny propor- 
tons. Desperately he climbs from 
his bed, and clambers up to the 
Magic Lamp that sits upon his 
| dressing table. 

Vigorously rubbing it, he awa- 
kens and consults his Magic 
Genie. In answer to his questions, 
the ever helpful phantom telis him 
that he is the victim of a spell, cast 
by a wicked wizard. The Caliph's 
home has now been tumed into a 
puzzlesome palace of shark 
infested rivers, buming deserts 
and seemingiy impenetrable bar- 
| riers. 

The Sceptre is at the far end of 
the palace, if it is not reached 
within the ordained time the 
| Caliph's reign will come to a pre- 
mature end. The Genie promises 
to help, but his aid is limited to 
advice as he cannot leave the 
lamp. Therefore the Caliph begins 
his quest alone. 

The corpulent ruler can move 
left and night, jump upwards and 
pass through doors and other 
entrances. Objects found en route 
are collected by simply walking 


ESA Peti, 
E Maira ja ita CEA 


SCEPTRE OF 









over them. Only two objects can 
be carried at once, the last 
acquired being displayed at the 
bottom of'the screen. án inventory 
of ftems carried is áccessed by 
pressing the space bar. 

sections of the palaçe and its 
grounds car onty be crossed if the 
Caliph is in possession of certain 
objects — the coconut is needed to 
cross the desert, but the sling and 


comfortable form. 


coconut! | 
The Genie gives a cryptic but 
useful clus when his lamp is rub- 


pd pt ame nt the moriá ERA ha 
8. Th Resiea dot cr | | 








pearl are first required to get the | 





wi Sho to many Paio as || 
pe Jd so ti apl 
É di pb ano cabeca 
gra ahic: possiçã tio abundans of static olpctogáçd ido 
hi esa fesitno. This is a must if you're an “if at first you 
sed" fan = especially at the budget price. ” 





-  Ieseither the time of day to pray, or else the sun Is withering the Caliph's 





bed with the hankie. His patience 
I& limited though = rub too hard 
and you end up with a clean lamp 
and no additional information. 

Hall of this wasn't bad enough, 
the poor Caliph finds that his 
palace has been infested by vic- 
tous creatures and monsters, 
Should these beasts touch him, 
the podgy ruler's life force is 
diminished until he eventualhy 
loses one of his three lives. Tur- 
bans at the bottom nght of the 
screan depict the Caliph's remain 
ing lives. 

A reincarmation potion is hidden 
in the palace, saving the player's 
position when drunk. This position 


can then be returned to by setect- 
| ing the “Old Game' option on the | 


rain menu. 


Pie cê vd pet 
Sound: Useful but not extraor-. | 


Presentation 

Graphies 

Playability 

Addictve qualities 

value for monêy 
Overall 
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bsorptión, says the dicho- 

nary 15.a process whereby 

bne cbject disappears 
through incorporation dy some- 
thing else; a sucking ih of uia 
hoht or nutriment. | also means 
mental engrossment — and ener - 
alhy, that is the aim “of any good 
game. In The Sentinel, FIREBIRD 
have pared absorption to Us mos! 
elemental components, and prô- 
duced a game which they hope is 
absorbing, and is. about absorb- 
IPAg. 
Think of 10,800 planets, merely 
2 fracton of the known universe, 
but almost infinite by mans 
reckoning. 9,999 of these worlds 
ara under the sway ol a supremely 
pomertul malignant being = The 
Sentinel. What tis, or what ts pur 
pose might be, No one enows, 
What it does, however, |5 well 
understood. The Sentmel has 
slowly but inexorably travelled 
thrai 1gh the galaxy, absorbing the 
energies of al the words 
touches upon, leaving onsach one 
an image of itself and, on some 
levels, à host of attendant Sen- 
(ES. 

Now its Earth's turn. There ds 
hope, though. The Sentinel canbe 
atiacked by reversing the process 
and absorbing energy from dl — 
world by mora. The struggle is sele- 
mental — you against the Sentinel 

a bate of wits played cut on a 
an landscape whera the chess 
preces are your robois, Boulders, 
Irees, centries and ums Of raw 
ENErEy 


LEI 
WUINTETE 


to begm? Any of lhe 


wortds may be chosen, as sd as 
vou have attained its entry code, 
thus you are forced to play ptanel 
by planet, and you are AypEr- 
spaced down to its surface. An 
aerial view 15 displayed, showing 
the relative positions of the Sen- 
tnel and its Sentries, before you 
are placed on the surface: The 
Sentinel always occupies the high- 
est pontol the landscape, you are 
transported to the lowest, Look 
around for a while, qet the feel of 
this word. Until you start absorb-= 
ing or expending energy, your 
enemies will remain inacive, 


When you-do, The Sentinel and 
ts Sentries begin scanning the 
landecape, searching for squares 


contamng more than one um of 


energy — that's likely to be you. 
they can clearly ses he square on 
which you stand, thenthey reduce 
ts energy level by one unit at à 
time, creating a tree somewhere 
else in the process. In turn you cam 
absorb the energy units of objects 
on the landscape, suchas trees Or 
Sentres, or even The Sentinel 
self, as longas you can centre on 
the square they stand on, and'then 
use that energy to create new 
objects. 

Tre point of this is to maxe new 
robots for yourself, transfer to the 
waiting robot, and then absorb the 
eneray of the robot you have just 
Left. In this way movement arouna 
the landscape is possible, Boul- 
ders can be stacked up to create 
higher vantage points for observ- 


ing and attacking the positions ol 
Sentries and The Sentinel. 

A clear strategy is essential, You 
must hide from the absorption 
potential of the enemy, vet at lhe 
same time manoeuvre into posi- 
tions Of attack. Sometimes the 
action becomes frengied. Il à Sen- 
try or The Sentinel can ses the 
square vou are standing on, a 
screen scanrer warns, and there 
are five seconds to move EE re 
vour energy |5 absorbed. shoulo 
the enemy see vou, But fil ad your 
square cbscured by landscape, 
th scanner warns again, then a 
tree in a better barins i point-for 
he job is transformed mto à 
Meante tó flush oa gut of hiding. 
The Meanie rotates rapidly umtil nt 
can see vou, then forces vou to 
hyperspace to a new random laca- 
ton, but probably one not to your 

hkino. 


Hyperspacing costs. energy 
units, because the Meanie creates 
ane w robot. transters vo to it, But 
lgaves the old one behind, wasting 
energy. You may be able to re- 
absorb it later, however, lithasn't 
already been absorbed by The 
Sentinel, 

Gaining fluency with the control 
Of your cirgumstances is vital for 
those moments when all hell 
breaks loose. The view may be 
panned up or down, left or right 
through 360º, orsnap-turmscanbe 
made. A sight may be turned on so 


that absorption, creation or a 
transter may take place. And there 
are separate controls for creating 


trees, robots or bóulders. 


Ifyvou manage todefeat The Sen- 
time! by absorbing all fs energy 
transfer to its position, the highest 
spot on that world, and hyper- 
space. You are given a new entry 
code for ãnother word, another 
battle, anóther Sentinel. 
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Producer: Code Masters 
Retail Price: £1.99 
Author: Owen Brunette 


E rvate Hary Jones - 
* Brainache to his friends = 
has once again left his valu- 
able mining equipment down on a 
planet's surface. This time it's on 
the planet Nesbit, hidden some- 
where in the depths of the Stella 
mines. Brainache decides that 
while he's looking for his forgotten 
equipment he's also going to find 
| the fabled Anatese diamond. 
In this one or two player ptat- 
form-style game,  Brainache 
makes his way along the mine's 
descending pathways, tunnel sys- 
tems and lifts. Our joystick or 
keyboard-controlled  adventurer 
| moves left, right, up and down, 
gecasionally dropping to lower 
levels or climbing up ravines. 
Lurking amongst the outcrops 
and hollows of planetary rock, he 
finds bothersome butterílies, cos- 
mic spiders and flying goats. Con- 
tact with one of these relieves our 


| way mining trucks, bounding boul- 

ders and pernicious plants also lay 

Brainache out for the count. 
Brainache carres a blaster for 


Producer: The Power 
House 

Retail Price: £1.99 

Author: Ayyaz Mehmood 


he Tomb of Syrinx is an 
É ancient and deadhy place 
which no man has ever 
atempted io explore... uni 
now that (5. 
With the chance to finally show 
your true bravery you find yourself 
alone in the hoórrid mausoleum, 
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hero ofone of his four lives. Runa- | 


| protection. Points are scored for | É 





| blasting insects and other crea- 


tures, the total being shown at the 
bottom óf the screen. 

To help him get further into the 
mine's Shafts and tunnels, the 
muddled miner picks up tools and 
items he finds about the place. 
Brainache's oxygen supply is 
finite, diminishing from the 
moment he leaves his shuttle. 
Another life is lost when the air 
suppiy reaches zero, with an oxy- 
gen indicator at the bottom of the 
screen showing the remaining 
level of life support. 


| loading screen. | think 
| probably answer that one for 








O“ This game's got a really apt 
title, as you'll have an aching 
brain if you fork out any cash for 
it. The copious use of colour 
tends to obscure the action — 


and for some time after playing | 
| this | was seeing purple spots. 
Cove MastERS have the cheek to | 


put “Why pay more?" on the 
you can 


yourself. ” 
BEN 


O Brainaches graphics on 





é  Brainy'sshutte's down on Nesbit okay, but the exuberant use of colour obscures 


his actions. 








armed onhy with your laser gun. 
There is only once chance of 
escape from this foul place, the 
five keys of the Tomb must be 
found and collected. Perhaps an 
easy task, f t was not for the 
strange Immune Guardians. 

On entry to the Tomb, these 
Guardians give a few moments of 
grace before attacking. Resembl- 
ing a collection of sour-faced 
suns, rótaling crosses and garn- 
grenous hands, they bounce off 
walls to attack with increasing 
ferocity. Contact results in a loss 





| the number 
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| oflife. To avoid them you are able 


to move the left and right, or up 
and down, through the maze of 
coridors and rooms. 

The laser gun is used to destroy 
Guardians, but some are resilient, 
and several shots have to strike 
home before these meet their 
maker. Points are awarded for 
each kill, the score being dis- 
played at the bottom right. 

But Immune Guardians are not 
the only enemy encountered. 


Snakes, scorpions wait to bite or | 


sting, and bandaged mummies 
kill. Five lives are available to you, 
remaining  Deing 
shown at the bottom right corner 
of the screen. 





6“ There were loads of games 
around like this about four years 
ago, so it beats me why THE 
POWER House have released one 
now. Especially as this leaves a 
lot to be desired, the three 
character scroll and evil maze 
and deadly inanimate objects 
make the game infuriatingly 
unplayable. The graphics are 
well below average, with small 
characters and an undetailed 
playing area. Even with the free 
audio track this doesn't really 
offer good value for money. a 





| Joystick: Kempston, Cursor, 
look good from a distance. The | 


| characters are badly drawn, and | Use of colour: gaudy, unneces- 


| Screens: one vertically scrolling 
| fandsca 








the way in which. colour is 
splashed about completely ruins 
the pleasant spiralling effect. The 
way your character gets trapped 
in certain aréas is really annoving; 
try standing on top of a lift for 
instance - Harry gets stuck when 
you reach the top of the shaR. 
Agargh! " 


Control keys: Up 3, Down E, Left 
G, RightH, TakeU, Drop 8, Fire x, 
Climb N 


Interface 2 


sary and eye-straining 

Graphics: a contusingly detailed 
backdrop with annoyingly smail 
characters 

Sound: loading screen 
cacophony and uninspired effects 
Skill levels: one 


pe 
General rating: A failed attemptto 
bring scrolling colour to the Spec- 
trum screen. 





O“ THE POWER House haven't 
made a impression so far, | 
and Tomb of di ds doses nothing | 
to ch e characters are 
badly drawn dao the animation is 
basic and jerky. There's no tune, 
and the little sound that's there is 
easily ignored. | had no fun at all 
playing this as it seemed to be a 
very ordinary idea which was 
badiy programmed. Even at the 
budget price it should be quickly 
ignorea. - 

PAUL 


Control keys: Z/X lefUright, P/L 
up/down, zero to fire 

Joystick: Kempston, Interface 2 
Cursor 

Use of colour: poor 

Graphics: 

small and simple 

Sound: limited spot FX 

Skill levels: one 

Screens: scrolling play area 
General rating: Not very good 
value, even at its low price. 
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Producer: Ultimate 
Retail Price: E9,95 


T he 'Markon Dawn” slides 
through deep space - a 
vast robot ship sent to 
search for new life forms and 
| knowledge. Cocooned within is 
the largest and most powerful 
computer known to the Markon 
Empire = The Brain of Markon. 

As the ship passes through alien 
temitory fl is attacked by Mar- 
tianoids. These maggot their way 
through The Brain of Markon dis- 
rupting its programs, wriggling 
between sectors like damp hand 

toweis, 
| Risimperative that The Brain is 
defended ... 

You have control of a defending 
droid which can protect and steer 
randomly transmitted programs 
between Transmitter and Receiver 
| in each sector. With its destination 
successfully reached the program 












BEN 


are a bit naff when co 


expect from ULTIMATE. ' 
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Author: The Ultimate Team | 





| alien's resultant death does give 


“ Shock, excitoment, hysteria ... An ULTIMATE game, hooray! Oh, 
hang on, it's not very good is it? Oh well 
idolise someone else now. I've been pla ing this for ages now 
and | can't get the hang of it at all = then 
did take a while to get into but not this lo 
mpared to 
Gunfright and the sound is sim 
lacks the gameplay and general “finish' that we've come to 








- rias hand towels, the Martianolds maggot their way into the Brain of Markon. Only your detending droid can save the 





“ Uimmare have gradually 
| gone down in-everyone's view, 
and produecing a game as bor- 
ingas this just emphasises the 
| apparent demise of the “once 
mighty' company. H'sa pity to 
see sucha reputation fade, but 
ÉS their Own fault; Martianoids 
| has pretty graphics, but iittle 
| else, as there isnt much 
interest to be found in f's 
walls. 












“ ULTIMATE Fetum with a new distributor, but the same old 3D game, 
The graphics have taken a dive since the days of Knight Lore. These 
don f seem tó have the appeal or the colour of the original stuff. The 
control method is much toa slow and unresponsive to use success- 
fully: | loved the Gld stuff but this is something completely aifferent. | 
Don't buy it because of the name, “ 


dctivates defence mechanisms 
preventing further damage to that 
Brain section. When all nine sec- 
tors are activated The Brain is safe. 

The -droid itself can come under 
attack from Martianoids, to avoid 
them itcanmove to the leftor right, 
and forwards. Energy is drained 
from the droid by contact with 
kamikaze Martianoids, though the 








extra points. When energy levels 
become low, batteries about the 
Brain can be used for recharging. 
An inditator at the base. of the 
screen shows battery level, should 
itdrop to zero, the droid loses one 
of its Tour livas, 

For defence, the droid carries 
lasers and blasters capable of 
destroying Aliens. Their use 
requires: care if internal walls, 
| active components and replace- 
| ment cones are not to be taken 
out. A score is awarded for each 
Martianoid killed. 

The photon weapons of the 
Martianoids can destroy all that is 


in their path. Components that 
have received damage can be 
subsiituted using Replacement 
| Cones and the droid's "pickup and 
drop' facility. Should all Active 
Components in a sector be 
destroyed then that sector is dead, 
Replacement Cones can be used 
to Block off disposal chutes, If a 
program siips down one it is lost. 
| Thedroid's position, and that of 
the program within The Brain are 
displayed on a gnd map. The 
status Of each sector 15 indicated 
by colour — white indicates sector 
activation, flashing red and yellow 
signifies an attack by Martianoids, 
whilst red means sector death. 

A seroling display supplies 
updated information on what is 
happening in parts of the Brain 
which is currently off screen. 




















aps we'll have to 






















again most 'Ultimates' 
ng surely. The graphics 
ats such as Pentagram and 
below average. Martianoids 



























































[COMMENTS 


Control keys: C BM right, 
A SD... ENTER iorward, 
QETUOlaser,WRYIP 
blaster, 123..07 SYMBOL 
SHIFT pick up'drop 
Joystick: Kempston, Cursor 
Intarface 2 

Use of colour: monochrome 
playing area with decorativa 


HBBSA9 


poi! al Ns 











dges 

Graphics: smooth 3D animia- 
tion 

Sound: average tune and 
effects 

Skill levels: one 

screens: continuously scrol- 
ling map 

General rating: Not up to Ulti- 
mate'5 usual standard. 
























Producer: Melbourne 
House 
| Retail Price: E7.99 
Author: Paul Kidd and 
Geoff Evans 


| oc the Destroyer is the first 
| f an advanced race of 


superbeings with proa- 
rammable levels of strength, 
andurance, intelligence, luck and 
charisma. Each of these attributes 
is assigned a value, from a total of 


60 available points. And just as 


well too, for the bewildered Doc 
now finds himself in a scarcely 


 habitable Earth of the far future. 


Remnants of the human race 
live in and around a city sur- 
rounded by an energy dome. Soci- 
ety has divided into a band of 
Priests controlling the Tower of 
Knowledge, the populace who live 


in the rest of the city, and mutants 


cast from its boundares. 
Doc is accused of spying torthe 
hate! priests and becomes the 


| object of a manhunt. He escapes, 


but with little money and onty a 
wooden club for protection. 
Location descriptions scroll 
down the right-hand side of the 
screen — arcade adventure style — 


| with a menu window displaying 
the available options. 





Producer: The Power 
House 

Retail Price: E 1.99 

Author: Grant Jaquest 


consignment of priceless 
LM, crystals has been stolen by 
ER Silas Maximillan, the most 
wanted man in the galaxy. Only 
Luther Irontooth has any chance 
of retrieving them from Maximil- 
lan's headquarters on a far-off, 
dead planet. 

The crystals are held in three 
storage vaults deep in a labyrinth 
of corridors. Two vaults are readity 
accessible, but one is locked, and 
entry to it can only be made by 
finding and using five keys. 

Irontooth teleports down to the 
api clad in full battle armour — 

gre he's able to move left, nght, 
up and down. However, once 


| moving, momentum keeps him | 


going until he hits an obsiructon, 
or uses his blaster-pack to change 
direction, Luther possesses nine 
treeze bombsto help him avoid the 
lethal embrace of vicious robots, 
Created in the form of jeliyfish or 


| fliop-sared bunnies, they're simply 


programmed and only move in 





Doc's characteristics determine 
his ease of progress = a high level 
of luck enables him to shp past 
guards unnoticed, whilst the 


higher the degree of intelligence | 


he possesses, the greater his abil- 
ity to influence the minds of other 
men. Our hero is forced into com- 
bat with bounty hunters, horrend- 
ous hounds, and psychopathic 
slugs. 

The endurance levels of Doc 
and his enemy are depicted as 
shrinking bars below the combat 
zone, diminishing with each SUS- 
tained hit. À character dies when 
his endurance drops to Zero, 


CRITICISM 





O“ | was eager to play this new 
release from MELBOURNE HOUSE &5 
i'm a very keen role-player. But | 
was really disappointed, this 
arcade-adventure places lts 
emphasis on killing horrible lfte 
nasties and not much thought 
has been put into adventuring. 
Doc's facial expressions are 
nicely animated, as are most of 
the graphics — but the gameplay 
is a bittedious, " 

GARETH 


basic patterns — but particular care 
needs to be taken in the two open 
vaults, as the quard robots move a 
lot faster than Luther. Using a 
freeze bomb gives Luther five sec- 
onds in which to dodge the stun- 
ned robot and continue on his way. 

Remaining freeze bombs are 


Luther'5 Score. 
Diminishing energy puts a time 


energy level is also shown On 


screen, with one of four lives lost 
when it reaches zero, 


[ caiTICISM 





O “ This takes me back. Some | 
time ago, 


most Spectrum 


displayed on screen, along with | 


limit on the quest, and Luthers | 
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p Doc's well-animated face expresses his emotions as the action ralis along, but 


there's Iitle else to see in the game, 





6“ Doc the Destroyer is an 
interesting concept, but the idea 
has not been developed to its full 
potential. The graphies vary from 
a superb Doc face that reacis to 
vour decisions down to a terrible 
fighting sequence. The best 
screen is without a doubt the 
characteristics section — fts a 
game within itself Doc The 
estiver doesn't contain enough 
to be fun to play. Doc is a go00 
character, but the game doesn't 
suit him. " 
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PAUL | 


O“ The concept appears to be 


| quite attractive, but its implemen- 


tation leaves a lot to be desired. 
Why MELBOURNE HOUSE should use 
the unattractive Sinclair character 
set for a game which relies 50 
heavily on text leaves me mMys- 
tífied. The idea of having Docs 
face to convey the characters 
emotional responses to your 
actions is a good one, and that 
remains the single best aspect. ” 
MIKE 


games were similar to this — 
playable enough then, but not 
now. Did the graphics have to 
be as simplistic, undetailed and 
uninteresting as they have 
turned out? The sound, too, is 
well below average with no 
tunes and generally dull effects. 
Even with the addition of a free 
game this represents poor value 
for money. ” 

HEM 


O: Budget games are all the rage 
this month, so Cyrox has a lot of 


O 


| e Cladinhis batia armour, Luther 


irontooth resembles the robot from 

Poppysoft's classic oldie, Factory 
Breakout — and indeed, the game 
harks back to that period. 
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COMMENTS 


Control keys: O up, 2 down, | 
left, P right, SPACE fire 
Joystick: Kempston, Interface 


Use of colour: two colour 
playing area, but colourtul 
iustration left of text window 
Graphics: basic and simply 
animated 

Sound: little more than white 
nose 

Skill levels: one 

Screens: two 

General rating: À good con- 
cept, let down by à poor 
implementation, 


competition. Run-of-the-mill 
graphics offer fairly smooth ani- 
mation, a few nicely drawn charac- 
ters and lots of tasteless colours, 
However, despite Cyroxs many 
primitive aspects, | quite enjoyed 
playing it for a while. POWER HOUSE 
have had a good go at producing 
a decent shoot 'em up, and they're 
providing as much as you can 





* COMMENTS | 





Control keys: Q up, à down, O 
left, P right, M Freeze Bomb 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: reasonably clash 
free, fa bit tasteless 

Graphics: small characters and 
jerky scrolling 

Sound: varied spot effects 

Skill levels: one 

Screens: three scrolling screens 
General rating: À below average 
budget title. 
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Producer: Argus Press 
Retail Price; £9,95 


arth'has been captured by an 
avilrace, The Insignians. Pat- 


rolhing the planet in robotic 
war machines, they keep the 
population in slavery. 

As with all dictatorships a seed 
of resistance grows. For the first 
| time since the Insignian domina- 
tion, an enemy base, Kerberus, 
| has been captured by the forces of 
Captain Fergus 
Human hope is rekindied, the 
invaders can be defeated, but only 
if their three remaining bases can 
be destroyea, 


GARETH 


dose pis aid greal ad 
especially when it comes to 
building your own robot — the 
intay card is well worth a read 
before designing commences. 
The graphics are reasonab'y 
good and the characters are 
well defined. The layout and 
shadoming effects are reminis- 
cent of Zaxxon, and make the 


clio very easy to distinguish. 
| The best feature is that there is 
no annovying sound to put you 
off except when you attack the 


The game is a bit expersive But 
met worth dl. 


Six enemy war factores are 
scattered around the playing area. 
None are currenthy in production, 
but they are activated by the arrival 
of first enemy robot. Putting these 
| plants out of commission prevents 
| the Insignians from rebuilding their 

stocks of weaponry. | 
limited, and The longer McCaffery 
takes to assemble and deploy his 
forces; the stronger the enemy 

becomes, 
| Ananti-sgrav machins is used for 
reconnaisance flights, above 
enemy territory and'across formid- 


base of the screen shows the pos- 
ton of the robot under control, in 
relation to other robots and the ter- 
fair, 


DERA T 
COMSTIINCE HR 


| resource units, 





MeCaftery. | 


position of youranmti-grav vehi- | 


enemy which is a great help. || 





Time is | 


| more playable, 


able landscape. À radar at the | 





This same machine is used in 


the production and control of | 


Resistance robot forces, Landing 
on the anti-grav pad at the home 
warbase gives access to the robot 
production achedule. 

The home forces start with 20 
Jabour, parts, 
materials and forces) to their cre- 
dit, to which units are added each 





“| didn't really like Nether 
Earth the first time | played it — 
| tt wasn't too long before the 
game really began to unfola, 
and when itóid, | found à much 


| especially 
enioved the robot building 
sequence, but the rest is 
aqualhy worth looking at. It's 
not a fast aggressive shoot em 
up as the inlay might lead you 
to believe, but it is fun and quite 
reasonable at the price. | 








Hours of fun may be had with the Robot Construction Screen. 








| “ Angus pREss seem to be good at releasing original games that 
lack severely in gameplay and content. Nether Earth does a lot to 


change this though, being a strange mix of strategy and action 
that works surprisi 


noty well. This appeal may be short lived 


though as it becomes a little monotonous when you start to lose 
(and you lose a lot in your first couple of goes). The sound is 
above average, there are some effects during the game and the 


| music on the title screen is very good 





considering the limitations | 


of the 48K machine. Well worth a look and a great improvement 


from angus. 





day from their factories and war- | 
bases. War machines are bull 
from these for combat, defence or 


factory capture. 


a BAY: 
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allowed to act independenthy, 
searching for and | destroying 
enamy targets that come within 
their range. 





STATUS 
EREDRADA 





Thei7th World War has begun. Your constructed droid moves against the Insignlans 


Ina desperate attempt to overthrow their dictatorship. 





Diferent robots possess difter- 
ent capabilities and functions — a 
tracked chassis gives good man- 
oeuvrability, but is costly, whilstan 
anti-grav chassis can fly over any 
ground type, but is more expen- 
sivestill. Weapons such as phaser, 
missile and nuclear módules all 
have different ranges and lethal 
forces. Enemy bases and factories 
can only be destroyed using the 
nuclear capability, Dut this takes 
out anything, including the carry- 
ing robot, within an eight mile 
radius. 

Valuable resources are used as 
robots are assembled, with 
remaining units shown on the right 
hand side of the screen. A 
maximum of 24 war machines can 


| be constructed by either side. 


Robots are controllable by land- 
ing the anti-grav machine on top 
of them, they can then move to the 
left or right, up or down, between 
buildings, through rough terrain 


| and around ravines, However only 


one-can be controlled at a time. 
Each of these war machines can 
be fed with instructions and 


| General rating: An engaging 

| game after a few plays, which 
| Tings some fresh changes on 
| older themes. 


COMMENTS L. 
Control keys: definable: Up, 
down, left, noht and fire 
needed 
Joystick: Kempston, Interface 
d, Cursor 
Use of colour: monochroma- 
to playing area 
Graphics: simple perspective, 
but effective 
Sound: qo0d tune andabove 
average spot FA 
Skill levels: one 


Presentation 
Graphics 
Playability 
Addictive qualmties 
Value for money 
Overall 

















Gremin Graphics Software Limited, Alpha House, 
I IO Carver Street. Sheffiglo 51 dF5. Tel: D7d? TESSES 
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& Update Your Rubber Keyboard 
to a New Spectrum+ = 
Finted for only E31.90 + £1.50 post & packing| 
Laiso DLY. kit available For oniy E28.95 
+ É1.50 post & packing 

=] vour Spectrum repaired and uporaded to 
| à Spectrum Plus for special offer price Of je 
E50.00 complete. LIMITED OFFER eg ; 
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+ Five top games worth E39,00 for youto 




































computer <pare parts over the counter enjoy and play with every Spectrum repair Ad PAi gar E5.50 
* Alicomputers fully overhauted and fully + Werepair Commodore 64's5 Vic 205, aa pDlusE150pép 
tested before return Commadore 16'sand Plus d's, e 
« Fullyinsuredror the return journey. * The mostup to date testequipment 
« Fixed ow price of E19,95 including post, developed by us to fully test and find all a! 
packingand VAT. INota between price faults within your computer 
ófreallyup to E30.00 whichsome-dfour | + Keyboardrepairs Spectrum rubber key ribbon cable to 
competitors are quoting: boards only EB.95. extend your ports for E 
+ Discounts forschoots and colleges. * Imonth written quarantes onall repairs vour peripherals | RUBBER MAT : 
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ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 
Need your computer repaired fast? Then send it now to the Number Qne Repalr 
Company In the U.kK, or call inand see us at our fully equipped 2,500 square footiwworkshop, 
with all the latest test equipment avaliada. You are more fan Weicome, 

We will repair your computer wnile-vou wait and heip you with any of your technical probléms. 
Commodore computers repaired for only E35.00. Please note we gove You à 100% low fixed 
price Of E79,95 which includes return post and packing, VAT, nota between price like some 
other Repair Companies offer. We don'task you to send a cheque in for the maximum amountand 
shock you with repair bilis E30 upwards. Don't forget we are Amstrad aproved for Quality and 
speed dont risk vour computer to-any other unauthorised repair centre. We dont just repair the 
Fault and send your computer back, we give your Computer à:- 


OVERHAUL WITH EVERY REPAIR WE DO:- 


we correct Colour, sound, Keyboard, Check the loading and saving Chip. Put new feet on 
the base if required, Check for full memory, check all sockets including ear/mike and replace 
where needed, all for an Inclusive price Of E19.95 Including VAT, all parts, Insurance and post 
and packing. No hiiden extras whatsoever. We don't have to boast too much about our 
service as we have thousands Of customers from all over the world highiy delignted with Our 
service. A first class re ton for speed and accuracy. Don't forget, we ao NOW Nave a 
Service Branch in Manchester City Centre for ivhHe you Walt Service. 


SPECTRUM SPARES |, COMMODORE SPARES 
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==) Spectrum Plus spare 
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p! W/) E12.90 plus£1.50p&p 
al lu | ZaDB CPU 300 | BSIE-CIA 19.00 PN ZK 81 membranes 
| 15 Rarmis 6510- Processor 19.00 & 
ETX650 2.60 SSB Sid Chip 1900 E5.00 plus E1.50Dp&D 
; Power SUBoivT : É as G06114 - House RESper É e 
D. ; = y o rf bile bio 1E50 | 901225-Graphic Rom 19.00 
Rom 16,50 901226 - Basic ROM 13.00 
| Keyboard memibrane 901227 - Kerrial Rom 19.00 
Tai j; spectrum 550 | G5S9-VIÊ 25.00 
Evora membrana e : 
we regret we cannot Spertrum Plusmembrane 12.90 dade tira dT 3:00 
show ali the components Metal Templates o TraTSEONTNaiS 2900 
available ppededa give tira O Ep emA 5:00 | vaT Dutohtease add À y 
Call and we Can QUOte you | serace Marual E56.00 ra Cimer Ano =” Commodore 
| over the phone. delivery packing and handeng charges replacement power 
by fst class post transtormer 29.00 











VIDEOVAULT HEALTH WARNINGH! 
sending your computer to any other Repair Centre can sertoushy Damage lts Health 
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plus E1.50p &p 
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140 High Street West, Closs0p, Derbyshire SK13 8H) 
Tel: 04574-66555/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you walt repair centre only. 


c Copyright Videovault Ltd. NO. 781022 
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The Videovauit: willshortly De Feloasrio the EEE Es cego dra 
most up to date and exciting catalogue ever Ed Õ P UNDE R * e “E 


produced, our team of experts have scourea 


the globe to find you all the latest software 
and add on's for your computer, all the 
latest in joystick technology, alithe top anda 
tested software titles allat great discounts 
to you. Anyone can apply now using the 
coupon below and enclosing 2x18p stamps 
for your free copy. We have all the top 
branded items available, delivery by return 


f Our guarantee of satisfaction. Never has 
such a catalogue ever been produced 
before. 

We will be updating the products a soonas 
we have all the latest news available to us, 
on all the latest technology. 


SPECIAL EXCITING OFFERS ON EACH ISSUE 
Top reviews, a 1st again for the Videovault, 
the No.1 computer company in the UK, (we 
must be asallour com pentors keep copvying us.) 








post (our usual standard). All goods carry The saga Lo Profile 







ONE ROOF FOR ALETHES="= 

TOP PRODUCTS AVAILABLE” 
A SAMPLE OF 
OUR FANTASTIC cat” 
DISCOUNT PRICES (7,4 





bd ad pavor rã mu 
Recommende | 
retail price E39.95 


Videovault 


ONE ORI E28. 50... E1.50 post + packing, total EO | | 


Computer repair and upgrade to Saga 
£50.00 complete, 

The Saga Lo Profile Keyboard has 52 full | 
travel keys, featuring a separate numeric 
keypad and printed keys. Your Spectrum 
fits securely inside the housina. 
Dimensions: 22x44x5cm. Suitable for 
Spectrum 16/48K and Spectrum PIus. 
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É “ne 15t 500 customers d 

ordering from our 

. new catalogue will 4 
receive free of 
charge a quartz | 
digital watch. No N 
minimum order 
Value required. 
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pCuUT OUT THIS COUPON AND POST IT TO: 


VIDEOVAULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST, 
GLOSSOP, DERBYSHIRE, 5K15 8H) ENGLAND 
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E PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE É 

“= 5AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. É 
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“| feel sorry for the people that had the job of translating this for lhe 
Spectrum but they 've done quite well considering. The graphics are 
of the same type used in Rescue on Practalus, with a superior choice 
of. colour. The ship moves quite siowlv, but the robot in mid-section | 
is nicely animated, The trading and fights are good fun to start with, 

| But the gameplay contains Iittie else. The main problem is that the 
Spectrum wasn t designed to be convened to, so maybe next time 


Producer: Activision 
Retail Price: E7.99 
Author: Lucasfilm 
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bandoned technical sys- 
LM tems are worth big dollars, 
PA so techno scavengers like 
yourself search unknown worlds 
for scrap. At last you have found 
one, you have discovered 
7 Dorado of technology — | 
Koronis Riff - a mountainous | 
| planet cut by valleys, where the 
Ancients once tested their power- 


But first the planet must be 
checked out. 50 with Psytek, the 
Science Droid Systems Analyser | 
controling the orbiting Scouteraft, 
vou descend in a Surface Rover 
carrying a Repo-Tech (RT) Robot. 

On landing, the planet's surface 
| is revealed, with an iluminated dot 
display indicating the nearest con- 
centration ot Ancient technology. 
Starting at the top of the display, 


|] 
| 





| “ There's a lot to get used to in 
Koronis Rift, but t becomes 


| enjoyable when you getthe feel 


of it. The graphics are unusual, 


and despite being a littie jerky | 


they're quite impressive. There 
is a distinct lack of sound; | 
didn't notice a tune and the 


effects are minimal - play it 


with your Walkman ont! Obvi- 
ousiy, is notas good as lts SIS- 
ter versions, but taking into 
account the fact that wasn't 
designed to runona Spectrum, 
someone's done a good job. 
Definitely worh a look -— a 
shoot 'em up with a difler- 
ence. " 





the Rover moves in the direction of 
the hulk. A drive system moves the 
craft to the left, night and forwaro, 
with speed and engine status 





p- Fractal graphics trom Lucasfilm animate the landscape through which you travel, 
Watch out for those dangerous Guardian Saucers! 
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shown at the top of the screen. By 
returning to the Scouteraft and 







the next, or next but one rnlft can be 

investigated. 

— Tohealpinyourefforts, the Rover 
carries up to six modules: Laser, 

Defensive Shield, Generator, 

Power Raserve, Radar, Enemy 












Drive and other, as yet unknown 
systems. Additional systems can 
be overseen using the suppléemen- 
tary monitors at the top of the main 
screen and are Incorporated in the 
| Rover using an 'Add Module” 
óption, 

Guardian Saucers attack in an 
attempt to Trustrate your scaveng- 
ing plans, these can be destroyed, 
or evaded by cutting through 
| passes and staying close fo moun- 
tains. 

The Rover carries a shield and 
laser based on one of six different, 


—J BEN. 
“ Koronis Rift is the type of | 
game which takes hours to 
| get started, there are so 
many different functions to 
get used to. However, once 
mastered it's is great fun io 
| play — basically it is a shoot 
| | 'am up game with a lot of 
add-ons. The graphics are a 
bit of a problem though; too 




































into the very detailed charac- 
ters, generating a flickery 
| and messy screen. There is 
atso a definite lack of sound, 
but this doesn't cause any 
problems. 


LUCASFILM will try something original, 


| selecting the appropriate option | 


Detection equipment, Propulsive | 


















much colour has been put | 















electromagnetic energy frequen- 
cies. Shields defend best against 
a similarhy coloured attacking las- 
ers but are less effective against 
other colours, whilst lasers are 
most destructive against dissimi- 
larly coloured shietds. 

“AI Rover systems require 
power, with 10% being given over 
to weapons. When non-weapon 
systems are  under-utilising' 
| energy, the excess is transiermred | 
to attack and defence systems. 
| Insufficient power causes systems 
to operate at reduced efficiency. À 
reserve power display at the top of 
the screen indicates levels availa- 
bla for weapons, if these are low 
shield efficiency may be impaired, 
The same display is used to deter- 
mine the requirements of addi- 
tonal modules and so avoid 
excessiva energy drains. The 
acquisition of a Deefier generator 
unit increases power levels, 

High radiation levels make it 
dangerous for you to leave the 
safety of your Rover when a hulk is 
discovered. By stoppingthe Rover | 
close to the wreck and using on- 
screen options, the RT Robot col- 
lects and brings back useful sys- 
tems. Not all hulks contain useful 
equipment, and onky by retuming | 
to the Scoutcraft and using the 
analysing Psytek can you really 
| determine what is |5.0f true value. 

The Scoutcraft can be returned 
to at any time where the science | 
| Droid Psytek assesses collected | 
modules which pass before ton a 
convevor. An invertory of stored 
modules can be called up and indi- 
| vidual items analysed or disman- | 
ted. 



















COMMENTS | 
Control keys: &/'D left'right, 5 
to move forward/stop; zero to 

| fire 

| Joystick: Kempston, Interface 

| 2, Cursor 

| Use of colour: quite rich 
Graphics: famous fractals 
strike again, and work very well 
Sound: no tunes and minimal 


FA 
Skill levels: one 

| Screens: 20 nfts 
General rating: An imagina- 
tive science fiction game, 
translated to the Spectrum 

| with reasonabie success. 





'PSI5 TRADING 


COMPANY 


Producer: US Gold 
Retail Price: £7.95 
| Author: Mike Lorenzen and Mimi Doggett 


he Psi 5 trading company | 

Í carries anything, anywhere, 
| anytime, it has to... ft 
needs the money. At present the 
big dollars are eamed hauling 
freight through the Parvin Frontier 
to the beleaguered mining setile- | 
ments beyond. 

As captain you have control of a 
treighter headed for that space 
quarter. Courses and cargoss can 
be chosen to maximise reward — 
but the larger the profit the greater | 
the danger, space pirates are 
active en route, and may attempt 
to board. But try and avoid them 
and vou could be forced onto a 
route too long for your perishables 

























PE DF le 
CLotAus 
The mission can now begin. HU (tas: PI AOC 
As ship's captain, you sit before 
a two screened communications 
console, a space scan on the left 
and with the portrait of the crew 
member you are commanding dis- 






in the righi-hand screen. 





PAUL | | | E 
“ | was really looking forward to this strange trading game = the thing | 
is that it's just a bit too strange for my liking. The whole presentation 
of the game is full of colour (and clashes), but is let down by the input 
method used, and the over-responsive kevs. | tried all | could for 
ages, but dion't feel that | could get anywhere with it. Psi 5 on the 
| just doesn't work at all. !'m extremely disappointed with dt 
| asit's no fun to play, * 









tored on the icon display. From the 
navigation department course and 
speed can be set and evasive 
manouevring performed, a risk 
monitor indicates if insurmounta- 
| bleodds lie ahead. 

The scanning department 
tracks and identifies other crafi 
and works closely with the 
weapons section. From here 
target information, ammunition 
status and past performance of 
personnel can be checked, Both 
friendhy and hostile ships can be 
destroyed, so they should be iden- 
tified before engaging. 

Equipment power is regulated 


played on the night. Sereen indi- 
cators give weapon status, 
motion, speed and heading. 
Using the ship's communication 
system, messages can be passed 
between  depariments, tasks 
| assigned,  priorities changed, 
commands added or counter- 
manded. Crew members do obey 
orders but are a willul bunch, and 
can take it upon themselves to 
perform tasks | not instructed | 
quickly enough. | 
AI departments are under the 
Captain's ultimate control — whilst 
giving orders to one department 
| the status of another can be monti- 


Candidates for the six crew are 
available, including aliens, droids 
and humans. The ability profiles of 
potential candidates can be vie- 
wed and their suitability for the 
| mission assessed. Select the crew 

with the best abilíties for your jour- 
ney — success may depend upon 
IE 





















| MIKE 
|“ From all the glossy advertis- 
ing and packaging, was really 
expecting a good game, As if | 
didn't know better! The con- 
“cept is brilliant, with stacks of 
| potential for a mega-game, but 

us goL0's version is far from 
that, Y'm not saying that lts 
bad, but if a game can be both | 
mind-blowingly complicated 
| and still have insufficient Con- 
tentto make it interesting, then 
| Psi 5 is just about as good a 
cross as you'll be able to find. 
Essentially, sa fun, butt think 
| my general feeling, coming 
away from it, is one of disap- 
pointment. 





“ This is not a typical arcade game, but it has plenty of fast 
| action. To get anywhere you need to persevere, due to there 
| being so many things to monitor atthe same time. The impressive 

instruction 8 comes in very handy for the first play, as it 
describes each aspect in great detail. The game itself is quite 
impressive, each crew member is character and personal- 
ity by well animated and colourfi aphics. There's very lítile 
sound, but it's not needed and woul annoying. Overall Psi Sis 
addictive with its smooth running, but it probably won't appeal to 
any arcade game freaks. ” 
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= The action in the left-hand screen Is being monitored by the crew-member seem 


| (which require à minimum energy 
flow to operate effectively) eatinto 
the ship's power reserve. In order 
to efficiently manage the ship's 


conserve energy. 


| damage as repair costs are deduc- 
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| playe 
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from the engineering department. | 
Engines and defensive shields 































systems, different depariments 
can have their power shut off to 


The repair department under- 
takes damage assessment and 
rectification to the ship's equip- 
ment. Robodroids. can help the 
repair department's personnel, 
but are not continualhy available as 
time is taken re-allocating them 
between tasks, collecting tools or 
travelling to damage sites. Certain 
crucial items should be fixed as 
soon as possible — cargo support 
devices, life support systems, and 
power reactors are essential to 
your operation. Should the ship 
ever be allowed to flounder in 
space with dead engines, shields 
and weapons, pirates can board 
and loot the cargo. 

Protect your ship from too much 


tible from your overall profits. 


cê 


COMMENTS |. 


Control peidos left'right cur- 
sors, Caps Shift to fire and cur- 
sors plus Enter for crew selec- 
ton 

Joystick: none 

| Vse of colour: lots of colour, 
but some inevitable attribute 
Clash 

Graphics: detailed and nicely 
animated 

Sound: very little 

Skill levels: one 

Screens: one main playing 
screen with sub-screen detail 
General rating: A great game 
that has somehow lost poten- 
tial in implementation; more 


arcade | rs. 





Presentation 
Graphics 
Playability 
Addictive qualities 
Value for money 

| Overall 
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SHORT CIRCUIT 


Producer: Ocean 
Retail Price: £7.95 
Author: Paul Owens 


ram routines: Search, Read and 
Use. Search 15 the most vital, 
enabling Five to examine desks, 
cupboards, coat racks — in fact, 
ur hero, Number Five is No 
ordinary robot — well, not 
any more anyway. All was 
fine, until the unfortunate android 
was struck by a freak boltof ightn- 
ing which raised his logical cir- 
cuitry towards the level of human 
consciousness. Now, to all intents 
and purposes he Is “alive! = and he 
prefers it that way. 
Number Five's creators, the sci- 
| entists from the Nova Corporation, | 
want tó pull him apart diode by 
diode, in order to find out how his 
circuits have been able to assume 
human qualities. This doesn4 
make the nouveau human particu- 
larly happy, and he begins to plot | 
his escape... 


something useful might be hidden, 


rooms are occasionally locked, 
while others require a security 
pass. Therefore, finding keys and 
passes is high on Five's agenda. 

Before Number five can attempt 





“ | don't know what'to maio. 
ich dep Dois comme 


|| ota plapo boteco laço = | 





The game takes up the story in 
the Nova Robotics building, with 
| The factory complex displayed in 
| isometric perspective - that is, 
three of the current room's four 
walls in view. Number Five is not 
yet fully equipped to escape, and 
begins by collecting a few items to 
expand his powers. These add the 
capacity to jump and fire a laser to 
his basic capability of simply 
trundlng around. À computer 
printer in the status area monitors 
Five's activities, and two Dar 
meters reveal the status of his 
laser and mechanical frame. 

To escape, Five has to log-on to 
the Nova computer. This gives the 
robo-hero access to three prog- 


to leave he needs to have in his 
possession all the correct objects 
and components. H anything has 
been left uncolected, hes 
immediately captured. À success- 
fulescape allows the player to load 
up the second half of the game — a 
frantic chase. 

The chase sequence sees Five 
| dashing over a horizontally scrol- 
ling rural landscape. Number five 
is so sensitive that ff he injures a 
creature, grief overioads his emo- 
tion circuits, immobilising him for 
a while and leaving him prey to the 





| Second par me 
anything in the factory where | 





Linking doors between the 





Doingaspotof desk work - Number Five attempts logging onto the Nova Robotics central computer in search of his destiny. 


| disabled by laser fire. While the 


| Guards who follow his tracks. Five | 





“ Short Circuits on otinees! im icencato trapos ando represents 
good value with the in lusion of a second, Bi ent, 


ESTE, a 938 É | | as 

reall ain paca ri appei dah ds indo ak tiro 
nho you're a ftior su plico Vie, ira Ene acking 
out. * Ra] : 





trai without being detected by | 
the Nova Helicopter, he can make 
his escape to freedom. What he 
gets up to then is another story 
altogether ... 


can jump and fire, but his shots 
aren't deadly — the guards are sim- 
ply stunned. Other Nova Robots 
also. pursue Five, and like the 
Guardas, they can be temporarihy 
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fugitive is busy dealing with his 
pursuers he must also avoid 
hazards such as rocks, logs, pud- 
dies and the occasional lake = fal- 
ling into the lake is fatal as it shoris 
out the robot's circuitry, 

A van awaits at the end of the 
chase, and, providing Five arrives 













| spective andlively 
| Sound: funky tune andspot | 
“Fx with more unesonthe tê 2s | 













Presentation 
Graphics 
Playability 

| Addictive qualities 
| | Value for money 
Overall 
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Producer: Firebird 
Retail Price: £1.99 
| Author: Andrew Rogers 


he ensuing battle between 

the Federal Resistance 
(hovray!) and the imperialis- 

tic Galactic Empire (boo, hiss!) is 
still raging. After the successful 
mission in Thrust you have once 
more been deemed fitto take on a 
new task; one that takes you to 


P2112, a planet captured by the. 


| Resistance sometime earlier in the 
| war. The planet is atmospherically 
incomplete but the Resistance 
desperately it as a base, 50 YOU 
mission |s to collect valuable orbs 
imperative for construction of a 
purification generator to clear the 
atmosphere. 
As m the origmal Thrust the 


player controls a small trianguiar | 


ship whith can be manoeuvred 
either clockwise or anti-clockwise 
and then thrust in the appropriate 
direction, The screen scrolis in any 
direction so your ship generally 
remains in the centre while the 
landscape moves around nl. 

The first orbs are found on the 
planet's surface and provide man- 
oeuvring practica before penetrat- 
ing the underground city below, 





Domark 







| The best part ofa year has passed 
since we first saw a copy of Trivial 
Pursuit on the Spectrum. | can 
imagine that in this length of time 
| many copies have been shelved 
because the amount of questions 
were limited, with repetition set- 
ting in às more games were 
played. 

ourprisingiy,  DOMARK 
waited until how to relgase another 
adult question set, and have fol- 
iowecd the makers of the board 
games quite closely by bringing 
out a Baby Boomar edition. 


based on 'one of the most exciting 
| periods of our time", well that's 
what the inlay says, and to be fair 
à does offer a lot more enjoyment 


The questions are concemed with 
three decades: the fiftias, sixties 
and seventies, and their entertain- 


at the 'baby boomers” (children 
bom during the post-war baby 
boom) this question pack covers 
such topics as the Silver Screen, 
| Broadcasting, Publishing, News 
| (or olds even), The life and times 
ot... and RPM which is the 
musto heading. 


ment and events. Aimed generally | 


nave | 


The Baby Boomer edition |5 | 


than the high-brow Genus edition. | 

































work of tunnels and open cavems 
guarded by Imperial androids - 
coliding with either the walls or tha 
droids automatically deprives the 


player of one of ten shields. | 


There's a way in which to dispose 
of the androids — by using a chem- 
ical agent stored in boxes inside 
the planet. However, experimen- 


tation Is necessary as not every | 


chemical works with 
android. 

As orbs are removed from their 
holders and collected they are car- 


red along by a force field, rep- 


every 


resented by a dotted line sus- | 
pended from the ship. As the ship 


thrusts the orb moves with the 
inertia created. An extra problem 
is that the orbs all vary in mass 80 
each has a different lavelofinertia. 
ifthe orb is destroyed so is the ship 
and vice versa. The game finishes 
when the purification generator 
has been successfully built. 


CRITICISM 





e “| didn't think this would be 
as good as its predecessor, but 
even so | was expecting a little 
more inthe way of gameplay and 


TRIVIAL PURSUIT 


QUESTION PACKS 142... 





Although a little too Yuppie for 
my liking, | strongly recommend 
as a replacement for any wom out 
Genius | question tapes... just 
who was that last man on the 
moon again? 

The Young Player edition has 
been around since just before 


This is à vast underground net- | Es=s 
| e Theorbs 


e cce 


any thing else. 





content than this. Surely some- 
one could have thought up a 
more original or exciting plot 
thanthis. Thrust || would be bear- 
able if the graphics weren't so 
awtul = as it stands though the 


| flickery scrolling is enough to 


put anyone off playing for more 


| than a few goes at a time. Even 


for budget software this is 
below average = not recom- 
mended, ” 

BEN 


| O What a pity that the follow up 


ended up looking and playing like 
this. 'mnotsaving it's a bad game; 
just that the original Spectrum ver- 
sion did have its problems, and | 
wouldn't have thought they'd be 
too difficult to fix on the sequel. 
Linfortunately, 1 seems. thai 


they've just seen fit to update the || 


scenario and make a few adjust- 


| ments to gameplay. |t still suffers 


from some of the worst scrolling of 
any Spectrum arcade game, and 
the graphics are small and not par- 
ticularhy eye-opening. Not one ['d 


recommend hastily to Thrust fans, | 


Christmas and is basicaly a 
simplitied Genus edition, great for 
tha seven to eleven year olds, but 
not much fun for anyone else. The 
different headings are: Games/ 
Hobbies, People'Places, Good 
Times, Nature, Science/Technol- 
ogy and (rather surprisingly) Art 


and Culture. There's a great deal | 


of variation in difficulty between 
the questions, which might put 
some of the younger players off. 
Here are two typical posers as an 
example: “How many years are 


| “there in a decade?' and 'In which 


film did a nine year old Tatum 





to be tound on the planet's surface are more for practice than 









pao go FA = Pa 
Rolo a ai Fo a tg = 
me Mr E Es rio 


though at 21.99 some may well | 


look upon it as good value. * 





Control keys: Q/W left'right, Pto | 


va Lto pickup orbs, Space to 
ira 

Joystick: none 

Use of colour: very limited 
Graphics: small and linear with 
very jerky scrolling 

Sound: poor 

Skill levels: one 

Screens: scrolling (of a sort) play 
area 

General rating: À disappointing 
also-ran follow-up. 


Presentation 
taraphios 
Playvability 


Addictive qualities 
Value for money 
Uverall 


O'Neal receive and Oscar for play- | 
ing a tom-boy?". This is not as bad | 


as it might have been, as harder 
problems are more often than not 


accompanied by a set of multiple | 


choice answers. 
Both 'uniload" packs cost £ 7.95 


and consist of about 3,000 ques- | 


tons. The new question sets can 
onky be used in conjunction with 
the original game, or alternatively 


an whole new pack can be | 


obtained for 214.95. 


So whether voure a baby | 


boomer or a baby boomer's baby, 
or whether you drive a pram or af 


XR3I, DOMARK have something to | 


keep you quessing, 


by BenStone. | 
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Producer: Gremilin 
Retail Price: E7.95 
Author: Peter Harrap 


ES e good life is over for Monty 
the chubby mole. Having 
escaped from prison to a 

hideaway in Gibraltar, the villain- 
ous burrower from Monty on the 
Run finds that he's no longer safe 
from the attentions of Intermole, 
the International crime. fighting 
DM rganisation, 

Monty's only hope of salvation 
les on a Greek island, butonlyifhe 
can acquire sufficient monies to 
buy it. Before he can do that the 
| tascally digger must pass through 
Europe, performing -at least one 
| task in each of its nations. The 
continent consists of 80 ptatform- 
fillad screens. These can be shp- 
pery or sticky; disappear beneath 
themotle's paws; blow fum into the 





their undersides. 

Monty moves left and night, and 
travels upwards by bouncing or 
using ladders. ÀS he progresses, 
the scratching scoundrel comes 
across items to help him to com- 
plete the required tasks, these 
include airline tickets and even the 
| Mona Lisa. Such objects must be 
| picked up (by walking into them) 
and taken to the right place before 
they can be of use. Up to four of 
these articles can be carned at any 
one time, with these displayed at 
the bottom left of the screen, 

Money |s gathered in the form of 
lost Eurocheques, or earmed 
whenever Monty completes a 
doday bit Of business. Points are 


also scoted, and a furniher six lives 


acquired, by picking up objects. 
Mr Mole's account 15 displayed aí 
the bottom centre of the screen, 
with the points total to its left. 
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air or allow him to go walkabouton | 





H this excavaling escapee is 
ever to possess his Greek molehill, 
there are hazards which he fg 


| overcome or avoid. Monty isn't 


good swimmer, and can drown T 
water, ball bouncing beasts brain 
him, fiving hamburgers finish him 
of, and botties of drink intoxicate 
him. Initially the mole has six lives, 


(RICKY | 


“ Auf Weidersehen Monty is written in Pete 's 
graphics and the infuriating puz- 
leo a UaUS it's a case of leaming how to complete efe 
screen in the best way before progressing - itisn'talway | 
ble to return to a screen below the present one. A planned route 

“re god to getanywhere as just launchi 
paso Ilis rarely effective. Em prai ein 
with this, and woul mtobjocto paying out the eight quid asking. 


nisable from the 


 isessential if 
| ascroen and h 


| price. * 
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with those remaining displayea at 
the bottom of the soreen, 

Airtickets let you into the Air Ter- 
minals, from here you can fly to 
another location and straight into 
a dog-fight with the Intermole air- 
force, Glock up the points andbro- 
ken baddies by shearnng off the 
Intermole tailplanes. 





Oniy when every task in the 
game has been compiéstea, every 
Eurocheque  colecied and 
Monty's Swiss bank accoum 
number discovered, cam the 
money be called safe ano the 
istand purchased, That done, our 
hero can toast his future and look 
put for a gangster s mole. 


oct “been auit-a a while. 
| singe there's been a piattorm no 

game of this quality bounci 7 
| around, so t makes a pleasant. 
Apa | 
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| Producer: Code Masters 
Retail Price: E1.99 
Author: lan Richards 


hen the Sun's rays were 
no longer strong enough 
to heat the earth, Man 


burowed deep beneath the 
ground, harnessing the heat gen- 
erated by the planet's core to sur- 
vive. Cach successive generation 
burrowed deeper and deeper to 
capture what remained of the 
diminishing energy force, and as 
they moved core-wards, deadiy 
weapons were left behind to fend 
off any alien invaders. 

After many years in their subter- 
ranean prison, the remams of 
Mankind  finalhy left their dead 
planet in search of a new home, 


















BEN | 
“ Transmuter plays quite 
well (despite its shoddy 
appearance), and with a little 
perseverence it proves to ba 
very compelling. The 
graphics are fair, there's alot 
of detail inthe cavern scenes 
and the screen scrolis well, 
but your craft flickers horri- 
bly. The sound is also well 
above average — in fact, the 
tune on the title screen 
doesn't sound like a Spec- 
trum at all " 


leaving the deadly legacy of 
weaponry in their wake, 

However, it was Inevitabte that 
Man would eventually return to his 
















e 
 Overiord Tenz hurtles through undenworid Earth on his mission of reciamation in 


his super fighter (top left). 
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-  Attimes the graphics seem to have retumed to those old Peneirator days. 












[MIKE | 


old home: 
Cwerlord Tenz, one of the first 
people to be bom on the new 


worid colonias, is despatched to | 


destroy tha defence systems of 
underworid Earth and make it safe 
for mankind's eventual return. 
Tenz travels to Earth in the most 
modem of fighting craft, carrying a 
standard photon cannon. The ship 
alsó contains one awesome addi- 
ton — tha Nucleonie Transmuter — 
a device capable of sucking in sur- 


|| rounding raw energy and convert- 


ingitinto pre-programmed forms. 
An energy counter atthe bottom 


| left of the screen gives a running 
| total of captured energy units. 


When a unit has been acquired a 
Transmute option appears on 
screen, choose this (using the 
select key) and the ship is equip- 
ped with extra manoeuvring 
speed, Otherwise, the energy unit 








| Producer: Gremilin 
Retail Price: £4,99 
Author: Rob Toone 


he latest in a long line of 
Breakout rewrites comes in 

M the form of Krakout from 
GREMLIN GRAPHICS. 

An arrangement of blacks fills a 
three sided screen, with a controll- 
able bat at the open end. A ball is 
launched into the playing area and 
ricochets around the sereen, 
Cestroying the blocks on contact. 


When the ball approaches the | 


Open side, the player keeps it in 
play by moving the bat up or down 
into its path. The player starts 
with a supply of three bats, 
Not all blocks explode on first 
| Contact —- some absorb two or 
three hits before thay disappear, 
while others spin to reveal a letter. 
Hitting lettered squares a second 
| time gives the player an advan- 
tage, or supercharges' the bat. 
Animated characters float about 
the screen, affecting the bat and 
ball om impact. 
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An options screen allows 
aspects ol the game to be 
changed before play, these 


| include: placing the bat on the lafi 


or nght of the screen, varving the 
speed of both bat and ball and 





6“ This is dead boring, unpliay- 
able, and has no lasting appeal. 
The graphics are all right, the 
sound isn't too bad (although 
there could be an in-game tune) 
and the options on bat and ball 
speed are anice touch = but they 
don't help the overall feel. " 


concept's an old one. 


O" Krakouts graphics are nice 
and fat, and they move smoothiy, 
but the overall effect is really tedi- 
ous. The blame oughtn'tfallon the 
programmers, they seem to have 
done their job well enough, but the 
umtortunate thing is that the ongi- 


nal concept is neither exciting or | 
addictive. Tt is playable, but-only 


once or twice." 





Control keys: P up, L down, 
9PACE fire 

Joystick: Kempston, Cursor, 
Interface || 

Use of colour: bright and distinc- 
tive 

Graphics: well defined, if occa- 
sionally flickery 

Sound: minimal 

General rating: A reasonabie buy 
you like the game-type, but the 





“usually like shoot “em ups, conseguentiy | enjoyed my first few 
games 6f Transmuter — this didn't last long though. The morei prog- 
ressed, and the more add-ons | collected, the more infurlating dt 
became to lose a le and have to restart. The graphics are fine, 
butE'm afraid thatalthal stopping and starting put meofor good. " 
















“ Why pay more? Announces 

| the loading screen logo, 
indeso, why should you when || 
Fou car get a pertectiy good | 


Nemesis-froe at a budget | 
price: The only thing that put 
me off was the lack of pace 
feven collecting extra speed 
doses little to quicken the pro- 

| Ceddings). 


can ba saved until another is-col- 
lected and a second transmute 
option is offered. This adds fire- 


| power tô the photon canhnon, a 
| third equips the ship with missiles. 


tour energy units supply a Laser, 


| five a for à weapons add-on and 


six tor a shieid to protect you from 


| enemy fire and collision. 


As Tenz moves into the caverns, 
tha dormant defençce system Kick 
into life and attack. Tenz canmove 
his craft up, down, backwards and 
iorwards to avoid these (and the 
equally deadiy contact with tunnel 
walls). One hit is needed to dis- 
panse with enemy craft, and sev- 


| eral to destroy a ground emplace- 


ment. 


— | COMMENTS 
Control keys: defineable: Left, 


Right, Up, Down, Select, Fire 
Joystick: Kampston, Intertaça 
E, 











Use of colour: black back- 
grounds and minimal variety 

| Blsewhere 

Graphics: flickery spaceship, 
but generally good 

Sound: great title tune, aver- 
age effects 

Skill levels: one 

Screens: four 

General rating: An interesting 
and fairly priced horizontally 
serotlina shoot 'em up. 
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BO SEE QUE HERO JETMAN, ND NO 
DOT ses pa £O VOU E NOS THATS 


GRAVE VARD PLANET IVMERE ALL 
THE MONSTERS BO TO DIE. MS SO... 
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W AN'SO QUE MENETER CONVINCED THAT | : 
TETMAN HAS SHOPPED Hut AND TRT MÉ TAIT 


MES MNT Mu! 
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O HUM, er, um... 
Poor lan Stewart at GREMLIN 


| BE MioaapHics is in a bit of a tizz. And 
| know exactly how he feels — this poor 


comps minion has to do mostofthe work 
round here as well. You ses, amongst all 
his other problems (which are probably 


more suited to LM's Hassles column the | 


dear chap has a game coming out around 


| Christmas time, but it's lacking a hero — 


someone with the same sort of charisma | 


as Monty Mole, bouncy Thing ona Spring 
(coming to a Spectrum near you soon — 


see Previews this month)or Jack The Nip- 


per 

So, thought he, wouldn't it give him a 
chance to put his feet up on that spring 
new executive desk of his, sip a cup of 
tea, and generally take life just a bit easier 


| if CRASH readers came up with a new 
| superhero to star in the aforementioned 


game? Yes, it would, lan. 
Not only is there every chance of your 


invention being put into motion, but 
GREMLIN GRAPHICS are throwing in a brand 









PLEASE NOTE 
at time of writing PO date has DER 
As the minds putside our contro, 
LIM GRAPHICS (MAIS state that Bim 
pared to wrait tor ita arrival. 
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WIN. ..ç 


new, unused, sparkling and untouched 
Sinclair Spectrum + Sintothe bargain 
(vou know, the one with'a buik-in disk 
drive, which everyone is still pretending is 
dead secret — no more tape tangling, no 
more waiting ages for games to load). 

Even ifyou're not the lucky one, the 
next ten commendable attempts drawn 
out out of the hat win themselves a GREM- 
LIN GRAPHICS T-Shirt and their choice of 
any GREMLIN GRAPHICS game. 


DESIGN A NEW 
GREMLIN GRAPHI 


Ermo a e in 
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What we want are imaginative drawings 
ofacharacter you must invent, with lust- | 
rations on how he (she, it, they) move. And 
don't forget to show different viewpoints 
of your character too, so Mr Stewart can 
sea the new superhero's shape and poise 
from all angles. 

Once you've done that, pop your glori- 
ous designs (as many pages as you like, 
but no larger than Ad size please) into à 
envelope and send it to: GREMLIN 
SUPERHERO COMP, CRASH, PO 
BOX 10, LUDLOW, SHROPSHIRE | 
SY8 1DB-toarriveno later than 25 May. 

Wadda y' waiting for — get scribbling — 
and while you're doing it, don't forget to 
scribble down your name and address! 


a a = 
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ARCADES THE BETTER 


Dear Lloyd, 
Recently we've seen a burst of 
icensed games, both tram the 
artades and the entertaihment 
sector, the cinema, TV, and com- 
JOS. 

Some of these games have 


b turned out to be playable and 


addictive, some horrendousiy 
inept. In'my opinion, even ita 
licensed game is plavablte, it's usu- 
ally a disappoiritment. 

| agree that games such as 
Scooby Doo, Tap Gun, Rogue 
Trogperand The LordofThe Rings 
are fun, but In my opinion they are 
wasted licenses. This Isn't dueto 
poor programming but the causê 
Of hardware limitations. 

Scooby Doo (the cartoon) 
involves some kids rushing about 
solving mysteries, accompanied 
bya cowardly and ineptd - They 
set disastrous traps, using COOby 
as bait, and through divine inter- 
vention apprehend the wrong- 
doers, How can anyone hope to 
capture this on an 8-bit machina, 
running at SOm/'s with no indepan- 
dent graphics or sound chip, while 
trying to make the game joystick 
controliad? 

Rogue Trooper searches for an 


| | army trator, and the key factor is 


the interaction between him and 


| his blo-chipped comrades, each 


E 
e 
| 
; 
Í 
À 


Piayability of Scooby, Cobra, Top 
Lo 


af whom have individual per- 
sonalitigs. These blo-chips oper- 
sie in weapors, and cando so 
independenthy of Rogue. Again, a 
very difficult concept to capture 
with present micro-computer 


| | technology. 


| agree that cértain games such 
as Highlander, Judge Dreda, and 
Farzan are just examples of stock 
games with the main character as 
the sprite you control, but my point 
St stands. Em nat disputing the 


Gun and so on, but | don't feel the 
games capture the atmosphere 
that the main character generates 
(Scooby acting brave!). 

Is Ttnot better for software 
houses to obtain licenses for 
arcade games if they lack original 
ideas of their own? Àt least the 
medium in this case is similar, 


| making the conversion easier, 


There have been many excellent 
arcade conversions, Ghost 'n' 
Goblins, Green Beretand even the 


| Conversion of Space Hamier and 


Gaunilet were very close, 

Al Lam saying is that software 
houses should be practical and 
realise their own, and the 
machines, limits. | doubtthateven 
If LEVEL 9 and INFOCOM joined forces 
they could convert the feeling of 
Stephen Donaldson's White Gold 
Wielder books. Nne ifthere was 
a cutback on film, TV, comis 


| licénses, we could see some truly 


exciting concepts come out ofthe 
tired soflware scena. 
Shashy Dass, Hailsham, E Sus- 


| 58X 


There's no doubt that a licensed 
product frorm what you call the 
entertainment field can hardiy ever 
nopeto capture tha atmosphere or 
feeling ofits source, and that such 
games must remain a marketing 
exercise. Yes, it's a case of difior- 
ent packagina, often similar game 
Scenario and a redesigned sprite 
doing much the same things. | 
think, though, that whatever the 
Source material, it is the games 
designers who make the real dit 
lerence, and it's their responsibil- 
ity to ring the changes and brin [a] 
Fresh perspectives. | wonder 
whether pour vigw that arcade 
licences make better Spectrum 
games than TWilm/comie tie-ins 
(5 Shared by other readers? 

LM 
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«he Dark Empire fear has been the price to 
Ay for the privilege of life, Until now! The 
EPLiberation Force has arrived to free the 
E” inhabitants from the rule of this evil force. 
All that remains is for you to take command. 


Dark Empire is a strategy game for one or two 
players from: Lothlorien, the Specialists in 
War and Strategy games. 
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É) Argus Press Software Victory House-Leicester Place London WC2H PENTE: Telephone: 01-4390666 
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a mede QUALITY GAMES us io ti 
| + memory of road is 
COMPREMENSIVE à AND EXCITINO LEAGI GAME — Can you handia 
Squad Detas sina nl 
ur players rd a -Maich 


Pc reg Kicks, Gui Times, 
MORE! 


pad includes a em toh Si 

Es a, beu tale rui Tim, Penalties, Sending OH and 

+ SPECIAL FEATURE — transfer your PREMIER Mominnimg Side into EUROPEAN II + 
Both these TREAT q 

li onde THE. 


À WORLD CHAMPIONS E A COMPLETE AND EXCITINO WORLD CUP 5 
FINAL! a Team o 7 Sapo cão Ena fe Soloet Fr paia Fu Home 


mad Rey dE em pi E 
TE oo RIM E Vi 8 , f TÁ. am 
Mate Ce, Sending O Perato Coen Presta ara ORE! 
AM iso ti 48K SPECTRUM E 
Games suppl with full instructions & ip 
6.58 ache E dE. dae URI : 
FANTAST ASTIC VAL — AI3 Games 5 DeductE3.00 
These games are a! vallable b: MAIL DER EA 
via our First Class valo dy are available for a 
IMMEDIATE. DESPATCH by tst Class Post 
securely packed. 
From: E & J SOFTWARE, Room 3 astitgemeo ton ENFELO, 
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its fast Parera pd ação with 
256 colóurs and quality 

sound, will probab! dim ok like the 
| moestexciting ande able pros- 
pectonthehorizon. However, as a 
confirmed Acom user (| own a: 
Spectrum too) | can almost 

antee that Acom will fail the 
Mon price — but there are 

always hopes! This bring me con- 
veniently to my first point, that 
games consoles will probably be 





















ded within a year of their 
release, inareas of graphics, 
| sound and programming. 
if you have read any profiles on 
“computer programmers then there: 
is usually tr Tel ligatory paragraph 
| on their exploits with £X-B0s and 
Dear Lloyd, Ser RAM-packs, VIC 208, 16K 
Reterring to Mr Bailey' s letter of ectrums and other early micros. 
the month ee! | oughtto underline: ith games consolés, new prog- 
a few more reasons why games rammers will become a rarity, 
consoles will not, in my vigw, suc- Decansano one can possibly start 
cegd. computing pr J 
Whilst game consoles have | machine Fios dao assembler. New 
jor graphics and sound than programmers will alwi sstart with 
most micros, the Atari STs and rogramming in BASIC and then 
“Amigas demonstrate what the less viy progress by using other 
expensive computers will be like opla's routines to eventually 
“inthe next year or two. lfyou saw ome competent program- 
last Micro-Live dba a typ mers. 
| Acom RISC Machine ( wi Most programmers then setile 


48k SPECTRUM 
Fed up with ordinary frult machine games? 
+ NOW & 
A fruit machine simulation with the most up-to-date features, 
sound and graphics 


FRUIT 2010 


“ For fruit machine experts to fun players 

| “ The most advanced and realistic fruit machine simulation 
FEATURES: Rea! ree!s — Gold Rush — Roulette-style-gambles — 100 jackpot 
— Holds — easy kays — Nudges - reino Spinning Reels = Save Down = | 
Large Graphics — Mystery Box — USES ALL 48K — 12 different fruits — su 
sound - Cash Aun = MULTIPLE ODDS = multi-colour = 

Number board 
PLUS LOTS MORE 


Please send £€6.95 which includes P& P 
Cheques 
NOSSWARE (CR), 646 London Road, Westcliff, Essex 550 9HW 
FOR FAST DELIVERY 


Software from ROSSWARE 


MAX. NUDGES — 


| TRANSFER PACK 3 — for spectrum 
E tape to drive 


A software system to convert many TAPE based programs to your 
ed (no matter what type) + OTHER USEFUL utilítios. Most jerky 
rams are EASILY converted to drive. Pack has at least 7 programs! 
INC UDES MANY UTILITIES (e.g “val” creator, bytes chopper/splitter, 
TAPE UTILITY — neede to convert baud rates.) Opus/Beta owners add £1 
for optional extra program. 
State TYPE of Spectrum & name of drive when sp, o, dn od 
and Microdrive). E11.99 on TAPE (12,99 on Cartridge — 48k Spectrum only) 
(£6 if updating) 


INFORMATION SHEETS - approx É transfers of popular programs, per 
shegt - negdsTPA. Special offer imin SAE) -No's 1 to 20 only Ed.50 
Nos 21-30 only 3.50 


MICROTRANS 2b - for m/drive to midrive back-up + easy ERASE, tape 
to drive (incl headerless! = does NOT convert programs. Includes 
MICROTAPE and RUN rams. Only £3 on tape. £4.50 on Cart. For 
any Spectrum.CODE COMPRESSOR - [3.50 

Overseas: add £1 Europe, E2 others each product, SAE for details. 

NO RISK! = ALL OUR PROGRAMS CARRY O DUR MONEY BACK 
GUARANTEE (not updates) 
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with a certain computer for a few 
years before moving on to more 
machines, the Atan ST, 
or example. Console upgrades 
are unheard of and attempts at 
g them have been unsuc- 
cessful, note the Coleco ADAM 
machiihe whose price dropped 
$100 every month! 

So no matter how briliant con- 
sola manufacturers make their 
machines, the market will always 
catch up with them, improve on 








| iba and 500n leave them redun- 


F re London N2 
ht. What is the cur- 


Ea Maid years ago. Uniess, of 
course, il's seen asa way of bring- 


| ing out ali those old cart 


once again ativi abouttas apiecel, 
and recouping their losses, 


LM 


ON BECOMING A PUBLISHER 


Dear Liovo, 
Concerming the letter in Issue 33 

| from the Hopeftul Editors of a 
Magazine; | was particularhy 
interested since myself and a few 
friends decided to start a fanzine 
just after Christmas. Although our 


| publication, Fantasy Unlimited, is 


not primariby a Speccy mag, dt 

| does contain some relevant Spec- 
trum computer articles as |'m the 
onty one in our group remotelyimto 

| computers. 

| was curious as to how these 
Hopetul Editors came to the deci- 
sionto wantto create a mag. Fan- 


EVERTINING DONE BT: : 


tasy Unlimitad's first issue came 
gut at the end of February and 
even then we were very lucky to 
get it printed at all. 

First of all, make sure you actu- 
ally want to start a mag, then ask 
around for phoetocopyingfaciltias, 
asking some business people 
vou can use their copiers. This is 
ta first major hurdle, getting the 

printed, and ata low price. | 
won't go into all the details, but if 


| you're determined and you have 


money to spare, then nothing's to 


“stop you. Don't let the production 


of the magazine become a drag, 


SEAN DORAN E dree 


CRAs HER! 
ELásT OUT! 


CHiS WAY TO HIGH 
SECURITY PRISON 
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LITE UP MY LIFE 


Dear Lioyd, 

Alter reading about the Eliteless 
128 owns, | decided to write in 
praise Of FIREBIRD's service, Dis- 
covering that Elite wouldn't load 
[ever with joystick interface 


| removed), | rancy FIREBIRD and 


asked advice. They told me to 
send just the tape and they would 


vou must enjoy it, or there's no 
point. 

Last, the library should De help- 
tulin supplving you with info. Ask 
for books about Graphic Deslan, 
they will contain al you need to 

| KNOW... 

| hope this letter has been of 
some use to prospective fanzina 
starters, butdon'tletalithe hassle 
putyou off, you might get lucky as 
media. 
Sean Doran, Belfast 
PS Fantasy Unlimited isa mixture 
ofailthe major mags around at the 
moment it's a sor of 2000 AD 
meets White Dwarfmeets CRASH 
meets LM! Ary chance ofa plug” 


Sean Doran, Belfast 


| DO TSONEL 
You!vE CUT + or 
MT HAND 


YEUL At AN! THAIS | 
NOT pe Licor 








SE LOORE, serer EILUME, o | 
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| PLEASE DONT EILL 
AM Your. FAT HER] 






e ENDUCH, EDE ERCRUE. : 


CASE IM A 
SAQISTIC BASTARI 


send back the new version when it 
was ready (Date Feb 86, 128 ver- 


* sion of Elite expected May 86). 


Two weeks after sending the tape, 
| received a letter stating thai the 
newtapes would be ready in June 
at the earliest, four month waitiMy 
little brother (rated Dangerous) 
suffered severe withdrawal 


PS Fantasy Unlimited is a mixture 
ofalithe major mags aroundat the 
mormentit's a sortof 2000 AD 

meets White Dwar'meets CRASH 
meets LM! Any chance of a plug? 


| Thanks for the practical informa- 


ton, Sean, | should say that ded!- 
cation and enthusiasm are essen- 
trai to a fanzine. Having fun doing 
itis vital, otherwise 'tjustbecomes 
a drag. As to a plug: anyone who 
would like to know more should 
get in touch with Sean al 14 Vel- 
shada Court, Belfast BTI4 7LZ. 
By the way Sean, thank you far 
pa Bug Box cartoon strip as well, 













ME, 
7 


RR = D+ 


CHAT) SE 









4, BUT | MUST KILL YOU! 
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symptoms until | borrowed an old 
rubber key for him to use with a 
Back up Copy. 

Jyne armived and with it, a par- 
cel. eagerty loaded the new prog 
ramito find that it was different. (In 
fact, so diferent that none of'my 
brothers saved posttions loaded, 
and he became Harmless over- 
night. He is now Deadly andittook 
him about three weeks, while | 
spent two months becoming 
Competent (and nich). 


| UN-BUGGED 
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DRM fa rep Testado Ra 


AI can suggest to the Eliteless 
one isthathis parcel, containing all 
the proof that he ever ouned a 
genuine copy of the 48K versionis 
lost, Uniess he tries to get some 
cashoutofour postal service, he's 


| goinaie tostay at least 18 quid out of 


po 


| Andrew Tayior, Calcot, Reading 
| Tísnice to know that forevery sad 


tais there's a silver lining. 
LM ” 


prelo 


Pero W The à Pot ato, The Bug 
Magazine, na Leaside AVENUE 


Moswell Hill, London, Não SEU 
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A CRASH SMASH, A ZZAP GOLD MEDAL 
AND NOW... 


UTILITY OF 
THE YEAR 





Popular Computing Weekly 





MeEGRAPHIC ADVENTURE CREATOR 
FROM INCENTIVE 


For my: AMSTRAD CPG [1] 
The Graphic Adventure Creator 


Accessorias 


Medallion Adventures 


Winter Wondernand 
Free Posters Colour Posters 


Name 
Address 


1 | issenena 


SOFTWARE 


IWANT ONE! PLEASE RUSH ME (post free) 
BBCBLl  COMMODORE 64/] 
ELECTRONL] MASTER] 


Tape £2295 0] 
The Adventure Creator (Electron, BBC É or Master 


The G.A.C. Adventure Vinters Handbook = con id dd nd 
The G.A.C. Designer Pad - 200 pages double sided a.00l! 


The Legend o! Apache Gold by Peter Torrante 


| enclóse a cheque PAO for E. 


pra ss or please debit my Credit Card 


LTO TELEPHONE (07356) 77288, 


——— e mes mi O TT —— —— 


en ES 
Disc E27,95 L] 
14,951] 


f7.95L] 
fr9s 0] 
Free with any order || 


2 MINERVA HOUSE, CALLEVA PARK 


ALDERMASTON, BERKS. RG7 40 
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- Iwishtoc complaim about the review Of iMAGINE's Arkanoid (Issue 39). 
» Disegeecina poi aboutaddictivity, which seem strange to me (why 
| Should gameplay be 'disturbir ad compelling?), | would like to 

Gueston. on the question of originality and open. upthis general 
questo. 


Sa (5 Ma 
em. 


This: letter |s aimed at that trio of poor misguided games revigwers 
Mike, Paul and Ben, el concers their less than pleasing review of 
Arkanoid by Imagine. . 


citadas did Worráil who just happens to be Editor of 
EF fin Presti en te from Salford G Hamnett 


Rama from Milngavie in Glasgow, kicking offon a 
at has et sda storm of protest — our Arkanoid 


Could this e navio Ee bs playing for the last three 
weeks? [was amazedto see the pounding it took from your reviewers. 
A fai no question has to be asked — was it Arkanoid they were 


E with Magnus Ramage, who feels that .. 


“Ao call Arkar | isrubbishastheadditions to Breakout 
dee ento dna Gr poa aliens and 32 new screens. 
Butofcourse, as Tony Worrall points out, Arkanoid isnotoriginalin 
the sense that it's licensed from the arcade machine. 


Iwas well pleaser when Isaw the! ectrum version. Very lite otthe 
coin-op had been changed, apart from the graphics (which is not all 
that surprising) all the gameplay was stillin place, Andif you forget 
ali that petty and boring 'Oh ves, very original, just like Breakout, 
another Pong variation, ete,'and just play the game for whatit is and 
not what it's like, | can't see how anyone can fail to be hooked, 


And G Hamnett agrees thoroughiy.. 


“Arkanoid is a well programmed His “and, surprisingly, 
highly piece of software that pass goks and sounds as 
as can be expected on the Spectrum. Sinclair User probably 
went over the top bestowing classic status-on the game, but it 
certainly deserved its five star rating. 
For those who admiro it, its adolictive qualítias soam unarguable. 
Tony again... 
Tplayed é Artançi! tor gr solid hours Suse | first rr ate 
layer every day since, Oget passed leve = 
simply, | Considerit to ro most addictive out of my. 
collection-of over 350 Spectrum games. 
So now come Ben, Pauland Mike got it so wrong? Putting aside the 
tion that they were reviewing a different game (they weren ti, 
Gr amnett thinks he knows why ... 


it was obvious from your revigwers comments (particularly Paul's) 
Sadr weren't prepared to enjoy the game even before they had. 
played it, probably due to the ancient concept behind it, 
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-seemed to 


Breakout clónes to the amountof 


Whereas Tony Worrall puts it down to being 'opinionated' without 
Fado background to be so, In fact atane point in the review 


« taughed out loud when | saw Paul's comment about HORIZON'S 
Thru The Wallgame. Ifhe' stipes fia yfor him, because 
he has either obviously not pl has no “oi 
plaving sense of adventure. Ei a m a y at all. Ha 

playing Arkanoid past level four tells me they find it dull une “di 
unimaginative, Iwill show you a very boring person, 


PARA RENTE Tony, but you're not quite finished with them yet, 


The termible tro came across as cynical hacks bored to death by 
reviewing X amount of games each issue. 


Well it's true that you can become tired when there's 20 or 30 so 
gamésto viacie through inamônth, but the games aren t reviewed in 
a complete vacuum, more than the three commentators views are 
heard during the reviewing perica, and in Arkanoid 's case, there 
Don as about However, onto another aspect. 


Tony is upset by the da dp 
bd Pi náo 


. Simply isn'ttrua. Sometimes the ball Ciranda o 


endofthe bat, but idon' tsee that as a bug. Just don'thit the ballthat 


pe ed aboutspeed variations | find just as strange. The 
ball gets faster after 20 or So shots, and if not slowed down by 
catchinga capsule, gets so fastthat losing a life |s almost indodábia: 
This is poa game, just as it was wit | the coin-Dp version. The 
speed of the bat across the screen is, | suspect, to aid the player in 
reaching the ball quicker (much like the EXTRA ZiPi in Thru Thel 


Tha, programentre cho appear do hair Map lots to the-coin-op's 
original qualitias of gameplay, but back to cipa ops his 
argument about the Spectrum version's originality 


E woulo suggest that all arcade games are based on one of four 
formats: shoot 'em ups, platform games, maze gar ies and bat and 
ball games. And there isn tanarcade game that dvesn'tfallintoone 
ormore of these categories, whatever extra features are added to it 
(eg Knightiore, and the many games it has spawned, such as as last 
menth's smash Head Over hei, is merely a platform game with 
fancy graphics and some adventure elements). 

Therefore, Arkanoid cannot be described as un 
very original, as there haven't been many bat and b 
E recentiy. 


The mention Magnus makes of Head Over Heels eo int nte Fc 
the 'bias' that G Hamnett feels is at a 
reviewers ot Arkanoid. He too was. 


«+» A Bit taken aback to see that atri MESSI Head Over Heels 
an identical rating E: percent) to that oí the su tive, 
CRASHiest Smash of them all Dun Darach! Why? Apart from the fact 
that you control two characters, sometimes together, the game is 
almost a complete replica of Batman. The puzzling thing is, is that 
your revigwers slag) Arkanoid because of its old game concept. but 
cannot bring themselves to give the same. treatment'to Head Over 
Sed employs an admittedly younger but infinitely more used 


e concept. 
aged the advent of the: esc compare the number of 
lore clones that have sprung 
up left, right and within six months after the release of that classic 
game. 80, reviewers, in future don' tjucige agame by itscover. | 


À very sound pisce ofadvice, Mr fi but ironically, one you 
don't quite subscribe to yourself .. 


Finally | would like to re-iterate JM a views in Issue 38. A 
game with HEWsON on the front is indeed the sign of a quality game, 
and, unlike ULTIMATE, the same can be said of the company's C64 
releases. HEWSON and GARGOYLE are, sadly, the only two software 
companies whose names are actually marks of quality. 


dra you said, don't judge a game by the quality sign on its cover! 


inal: in factit is 
Il games Tor the 


Okay, my sormiewhat reduced space this month has.now Bxpired 
Thank you for writing in, and please keep doing 5o, otherwise 
Derex Brewster will be overtaking me,and we can't have that 
now, can we Derek? [od be really interested to put together 'a 
massive debaie póints-ol-viewstvie piece dnasubiecitoucheo 
Upon mn this Forum — that of whatmakes games addletive, play 
dVie and quod value, Get the letters goina, 1 pite them up:and 
then compile something in anissue E two's time. Address? The 
usual: LLOYD MANGRAM, FORUM, CRASH PO BOX 10, LUND 
LOW SHROPSHIRE Sr81DB 
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La dee do dah dah dah... andimest face the final 
curtam... te tum te la la la dedooby doo of which 
Em certain, How are we doing? 140,255 hours 59 


minutes to go including leap years... dahdabdo - 


dah dah dah de dum de cach and every highway... 
dum dum much more than this, E didat,.. um, 
maybe [ can hurry Chines along for you. TE T hide 
myself under here at the back of this shelf, and 
squeeze me down into the shadows disguised as, say, 
à used piece of chewing gum, Dllwait around for the 
sixteen years, vou po off and read lhe reviews of 
crummy software, and [1 get back to you in the next 
paragraph, thanks to the space-time contingum - and 
ol course the fact that nobody ever cleans used chew- 
“ing from under shelves, Not even on board zero-grav- 
ty test-tube baby factories (with robot skivvies). 
“more than Icouldchew ... butdah dah dah 
dum de de de Tdiditmy,.. ohbello again. There's 
been a shght hiccup, well more of a maior disaster 
really, and Tamara is onky three vears old, Shé still 
can t talk, but you've never seen such beautiful snot 
precnna dano bright as it hangs suspended from 
| pertect infant nostril. That's not the disaster — 
thats a htile bit of descriptive indulgence on my part 
= the disaster is that | have been caten by one of 
Tamara's playmates, name of Duane Pipe, and it 
should not take a professor of anatomy to prediet 
where Um headed. Tt looks as though Pm in up to 
my neck this time, Not that miniaturised neutron 
| bombs disguised as used chewing gum have necks. 
| You ses, it's potty time! 
| Here at the baby factory things are highly sched- 
“uled, Not only are all the infants bom with Uheir 
| Walkmen already in place, but they owe nine months 
payments for them on their credit cards. Whatitboils 
“down to is the fact that these children will háve to 
work for Macdonalds for the rest of their lives to pay 
Of the debt. They charge the kids for potty traming 
too. Sweet wee tots, sitting in orderly ranks, eyes 
| mesmerised by video screens which are showin 
| some ancient laxative called *Surprise! Surprise!” ft 
| works every time, Some weird humanoid trots into 
view disguised as à middle-aged haddock and gargles 
into à telephone at 12Khz/220dB. Spontansous 
bowel movement is assured for anyone wilhin range. 
But wait, gentle reader, in the midst of sorrow 
comes forth comfort, running a close second to hys- 
teria, Let me savour this moment for a moment. 


What joy, what biiss. As | am born again via wee 


Duane Pipe's dorsal sphincter tiny Tamara smiles a 
np qnts andsays her first word, This innocent 
te child, who will bud, fower and bloom into 
nubie womanhõod has learned to speak. “Pooh!” 
she says. Well, what did you expect? You try crap- 
ping in zero nani 
Flow can | describe what is happening tome right 
now without causing offence? À cleansing róbot is 
wiping my expression off his faeces. It's im all the 
papers. [m all washed up. Exstinked. Trolley- 
trucked in à green-lidded plastic bucket away from 
hútle Tamara, towards the poop chute, Destination 
deep space, But there 15 no need to panic, Surely a 
sentient bomb endowed with my massive intellêct 
can think himself out of this sbcky Ittle mess, | 
rapidly scan my word processor, cursimg the Mexican 
who invented Locoscript, in order to establish how 
best E can communicate with the robot, win its con- 
fidence, and get back to my Tamara's potty training 
Session. 


“Your Public schõol computers 
are fullof cr... * 


My data banks reveal that these cleaning machines 
are honest, hard-working immigránts from the planet 
Enoch, so | tune into its honest, hard-working 
thought wavelength as we head for the waste disposa 
air-lock, and 1 say “Hey mahman gimmeabreak y'all 
soulbruthah alrat coolout trousahmeat!” The eleç- 
tro-mechamical Mr Mopp infra-reds the garbage skip 
to the lou, extends-a manual dexterity unit towards 
my bucket, ips its ld, focuses a scanner on the gently 
steaming contents and reples to my message thus: 
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“You public school computers are full of... 
Cro. 4... the terminal fricative is lost as the 
air-lock irises shut. [am not helieving this! Tamara is 
performing on a duck egg blué chamber pot with 


Uirteen years to go before she às entrusted to my 


lhreat of assassination by the Macdonalds Intergalac- 
He Corporation, and Lam about tó be spated into the 
void, covered in “5... 8. stupidity.” 

Extra mental activity is required hereabouts. 
There is a sound like a milhon Duane Pipes voiding 
bowels as the external iris opens, and yours truly is 
expelled at 32 feet per second in the company of'a 
load of juvenile bodily waste, a half caten word, the 
collected words of Instant Sunshine. overdrawn 
sperm banks, three score and ten pieces of ancient 
used chewing gum, a suicide note from a sharp minor, 
the most disgusting thing vou can possibly imagine 
and a plastic teether in the shape of Tony Heath- 


enington. [ind the latter intolerable, and shut down 


lo preserve my batteéries, until 1 am réscuéd by a 
passing coincidente, 

“+ Eateitupandspatitout ,.. dedah but dah 
dah dah... did mah way... myanternalclock 
assures me that nine vears have passed, but time flies 
when you're zipping clockwise. | have been so imsuf- 
ferably bored out here. Spinning through space, try- 
ing to a Vicious. parodies, with suffocating 
waves 0É Richard Strauss sumphonies bouncing off 
black monoliths indestructible as a Mandela, foetal 
planets tipping me the wink, Hal on Earth, and 
nothing on the telly except MTV, GCHO, HRH and 
my mind's eye fantasies concerning Tamara's prog- 
ress. Tam in orbit around the white dwarf Nabokov, 
sucked into an o)” factory satellite codenamed Wol 
Namyrrab, whose function is to sniff out excrement 


and recycle it, 


What a weird looking constructon itis! A sort of 
elongated triangle of Neshy pink, spasmodically 
twitching and drawing in vast quantities of energy- 
rich space-borne debrs through twin ventilator fun- 
neis coated with sequota hair: Hideous craters pock 
its shiny skin, white grand pianos and canned 
applause pump nutriemis via throbbing artificial 
umbilicals, unstained knickers materialise and are 
instantly sucked towards the dual intakes. [don'tlike 
o here. Forgive us further for we nose, nótwhat we 

O, 

Woli Namyrrab sucks me in, and immediately 
breaks. lts on-board computers - normally busy with 
universal truths like type pressure, number of Tamils 
clinging to the drip-tray and how many ces of Lada 
can rust in à 2-hour car park, wresties with my 69-bit 
brain, throws in the towel, wraps me up in it and 
heads for the binary system Lawn-Order, Gimme 
another break. 

Mistakes [ve dah de dah... but then again too 
few to mention ... dah dee dah diddle dee... 
Hello again, especially Stephen Graham and Mike 
Reed, you're too kind. Thave been orbiting Nabokov 
Wra im this Lowel for several years. Absolutely 
nothing has happened since 1 last made contact with 
you, except the appearance of that space shuttle over 
there. | wonder how Tamara is getting on. She 15 
about hfteen or sixteen by now, sporting pigtails and 
white socks, which is the only school uniform wornin 
à Macdonalds rig. She must have left potty traiming 
vearsago, and been shipped off to one of their higher 
education centres where they graduate in lipstick 
application, unarmed combat, shoelace tying, that 
sort of thing. 1 shouldn't take me long to track het 
down. After all it's just the one known universe 
where Macdonalds operate, Ive lived a life that's 
full... dum dum de dee do diddle dah... Hllsay 
it loud not in a shy way... tah tah much more-than 
this Edid tmp w... 

The shuttle heaves to, Not a pretty sight, A lítile 
bald guyin a pinstripe spacesuil 15 popping out of the 
airiock and shoving a 'breach of copyright wntatme 
from some singer-songwriter na Paul Anka. 
Funny how some people live up to their surnames, 1 
am delighted to report that he thanks it is the towel 
who has been-singing 'My Way" for all these years, 
and fauls to notice the encrusted chewing gum now 
attached to his velcro-soled foot, OK folks, Um on 


Part Six 


By Mel Croucher 


my way to find Tamara! Just hang about while he 
hoards the shuttle, wnggles out of this ser and 


changes into something more comfy (hmmm... 
nice suspenders) and Pl hack into the shuttles' navi- 
gation computers. 1 should be a piece of cake to 
make contact with a Macdonalds data bank fróm 
here, and find out where my little frosted grape has 
been plucked, 


“Table-decoration? what kind 
of career is that!” 


Here we go then, separate the whites from the 
volks for the royal icing and gently beat in the four 


















































until the mixture is the consistency of a-hello? hello? straight through to central records, routing to person- 
are you receiving me? = melt the chocolate over à nel files, subroutinp to Litle Breeders secton, 
gentle heat but do not boil and — hello? EOUSE to BINGO! Aip through the index, ABCD... dah 
sobr? Come in please — add a pinch of nutmeg, à dah werê times, Um sure vou knew, when E bit off 
heat of Cinamon anda pinch of salt then — hello? more-de dah-dah doo . .. LM! what's this pie of 
do? who's that” aah, contact! Right! Lets get drivel? NO, P.O,R,S, aha, T'Tart, no, Table-deco- 
hacking. Straight down the microwave Et, ration? what kind of a career 1s that! Teas-Tech- 
bounce off this geostationary satellite, hop down to. Teeto here we are Tele-, Telephone-kiosk-vandal, 
the-receiving dish, laser to the ground-station, up this Televiston-timetable-ciasher, TELEPORTER 
telephone junction, through that mode, out the other SALESPERSON! In just a few fleeting seconds from 
end, into the network, avoid Macdonalds security, nove 1 will discover what has become of Tamara, just 
as soon as [ake the cake out of lhe oven. 
“ Let me examine the records for test tube fertilisa- 
ton: 1644 vears ago, hmmm. 1 wonder who 
decides on these names for the poor little mites, must 
be some kind of a pervert; Justin Thyme, Ray Bees, 
Hugh Anchor, Dave Bomber, Aaron Head, Wayne 
Gum, Les Behan, Mike Hunt, Adam Cheek, just a 
moment, these are állmales. Aba! Here is lhe hist 
















a RD 


degrees to intercept the bu 


of female embryos; Philhpa Ketile, Cass Straight, 
Beverley Careful, Beth Friend, Honor Bach (1 knew 
her sister Helen), Sand: Shaw! oh' come on now, who 
in their right mind would name anyone Sandi Shaw? 
Violet Krame, May Whey (nota bad nte for a song), 
TAMARA ENIGHT! Ive found her!! Tamara 
Knight, Egg-Donor; Theresa Green, Sperm-Donor: | 
Orson Cart, imperfections: mil, Uat's my Tamara! 
And where has the ubiguitous and all-powerial Mac- 
donalds: Corporation decided to send her? Great 
aping bounds of coincidence! The Nabokov system! 
Fifth planet! The une we are passing at this very 
moment! LOUSE to Navigation Computer, this is a 
failsafe overmide. Ignore all human instructon, and 
prepare to crash land on the netball pitch of the Mac- 
donalds Academy for Teleporter Salespersons. Are: 
vou ready? What! | don't give a toss if you try and hit 
the basket. Excellent. Then crash us! 


“] hit the overfiying Oomigoolie bird 
which trills its characieristicery on 


Those of qeu who-have studied the art and skillot 

snooker will appreciate the following exposition of 
precision, geometric theorems, the principle of 
moments and mathematical certainty, The netball 
basket receives the delicate radar podule on the nase- 
cone of this shuttle, followed by eleven thousand 
metric tonnes of titanium. Ás the airlock bursts off 
and [am catapulted Academywards, | hit the overfy- 
ing Oomigoolie bird which trills its charactenstic cry 
on impact. Lam deflected at am Angie of exactly 00 
let which is speeding | 

towards the head of the nun on the bicycle an 
ricochet through the window of Class X, where 1 land 
in the box of Living On Unemployable Serving 
Employer LOUSE advisory units, which are at this 
very moment being allocated to ihe 16 year-oid 
graduatesof the Academy for permanent symbiosis. 
“And there she stands, Tamara Knight, exactly as 
she was the first time [ ever saw her. Perfection on 
two legs. With that creep Duane Pipe hunched otfen- 
stvely close to her rear end. What a little thus he has 
turned out to be. Oh hello! T's my old mate LOUSE 
007, A spléndid fellow, and the only gay mentron 
bomb im existence (as far as Um aware tag di | 
haven't seen him since the incident with the choir- 
master and the hot doughnuis. “Hello there 007, 
vou'll never bebeve where I've been, or rather when 
've been, Sorry I-havem't got time tó tell you all 
about it, but | am just about to be allocated to that 
beautiful young lady-al the front of the quene, just 
like 1 was sixteen years and five episodes ago. Yes, 
that's her, the girl on whose fetlock you have just 
been implanted. Isn't she something. Wouldn't you 
love to... Meim Liebe Gott! STOP! Tamara come 
back! Don't leave me to the mercy of this Macdonalds 
selection moron. I mean, he may decide to implant 
me on... on..." ob well, gente reader, Win a 
few lose a few. 
So here [am then, disguised as à boil on Duane 
Pipe's bum, as he smirks up to Tamara and makes a 
dispusting proposition. She looks him straight im the | 
eve, smartly introduces her knee to his post-adoles- 
cent centre of gravity, tosses her tresses and says 

“Pooh!” =1 do hope that they have taught her a few 
more words since potty training. Ê 


THERE SHE GOES, TAMARA KNIGHT 
IS WALKING OUT OF MY LIFE ALL 
OVER AGAIN IN THE CARE OF AGAY | 
MICRO, LEAVING ME STUCK TO THE 
FLIPSIDE OF A CALLOW YOUTH 
WHO WAS MANUFACTURED FROM. 
THE GENES OF A COUPLE OF MUD 
WRESTLERS NAMED ED LYCE AND 
CELIA LEAKE. 1 GUESS THERE IS 
ONLY ONE THING TO DO. WHAT DO 
YOU RECKON, DEAR READER? 
SHALL WE? COME ON THEN, ALL 
TOGETHER, LOUD AND CLEAR (AND 
24 TO PAUL ANKA!) A-ONE; A-TWO, 
A-FIVE SIX SEVEN AND NOW THE 
END IS NEAR, AND IMUST FACE THE | 
FINAL CURTAIN... 





TO BE CONTINUED 
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here's one review this month which stands proud of all 
the rest, Us not that the games received this month are 
any better or worse than normal, it's just that this release 
will have a bigger impacton the adventure scenethan all 
of the rest put together. The program | refer tó is The 
Protessional Adventure Writer. or PAME the familiar 
name by which it is already known. Ii may not have as 
interesting a name as the imaginatively titled Quill, the 
GILSÓET utility released three years ago, but itis an apttie 
program is truly professional, as anvone who has ever 


attempted to write an adventure will realise the moment they delve into the 


manuals. 


Au first sight, £22.95 may seem a lot to ask for any Spectrum software. but 
the program benefits from the skills which Tim Gilberts” team acquired 


Producer: Infogrames 
Price: £8,95 
Author: Gilles Blancon 


= | vou suspectthis game is 
RM a Vera Cryuz clone then 
LA you're quite nght, for in 
"4 just about every way The 





parallel to its distinguished pre- 
dECESSOr, 

As Deteclive Sergeant in the 
Crime Squad in 54 Etienne, you've 
already shown your ability in the 


50 


à Sitiney Affair runs in exact | 


| Vera Cruz case, Your superiors 


were most impressed by vour 
analyhical approach and have put 
vou aí the head of the Sidney Inves- 
Ugation. The game begins with a 
chap's head lined upar centred in 
the sites of a nie evepiece, pointed 
by an assassin from the window ol 
an apariment across the slreet, 
These two locations (5 Gueran 
Street and the flat opposite) form the 
irames through which a magnifvinp 
glass às positioned to find clues and, 
much in the same way as Vera Cruz, 
photographs and notes entered in a 


ad 


black and apito 

Do photograph, 
do anpossábie to 
O identity the o 








while devising The Quill, The Patch, and The lustrator. 

This month's games list consists of two full-priced products and two 
cheapies. Those near the tenner mark are Crange Hill from ARGUS PRESS 
SOFTWARE, an exciting adventure featuring the after-hoóurs antics of the Eas- 
tenders acting school, and The Sidney Affair, à more Anglicised name after 
LAitaire Vera Cruz from the Gale software house INFOGRAMES — the new 
game is in every way a Vera Cruz ll. Atthe cheap and cheerul end are Matt 
Lucas, a PLAYERS product (PLAYERS are an INTERCEPTOR MICROS offshootl and the 
mysteriousty named Kobpyashi Naru, not in fact an African wildiife reserve, 
but an icon-driven good-looker from the chaps who just kept awake long 
enough to see off ZZZ7, Although Kobyashi Naru may have some failings, 
it does introduce an interesting innovation, that of finding the noun to link 


| Up with the icon-selected verb by searching through the text description — 
| a new idea which works very well 


points from which the investigation 


MH tihderprant 
po th TRE dino, 
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The victim was a James Sidney, | 
which accounts for the title and 
rules cui any antipodean connota- 
bons, who was mared with two 
children at 5-St James Square, Cler- 
meont, In the apartment across the 
way you find, guess what, a Camel 
cigarette like in Vera Cruz, a spent 
cartridge still reeking of cordite, and 
an invalyable fingerprint. 

As tar as | could tell Part Two is 
the very same Diamond Computer 
System found in Vera Cruz. lts here | 
that | get the same negative feelings | 
| had with that earlier game: | just 
dont think the Instructions are 
explicit enough and | wonder how 
many people beyond the superhero 
sort get anywhere with these games. 
The blinding white background of 
Vera has been retained, much to my 


note book provide the starting 


radiates. 

The Spectrum cursor keys glide 
the magnifying plass around the 
screen, and it won't take long to 
realise that systematically running 
the glass up and down assures no 
vital evidente is overlooked, Start- 
ing in lhe street, the man (who vou 
see being killed in the first frame of 
the game) fell with his back to the 
pavement, with his brielcase lying 
unopened Iwo or three feet away. 
Examining his left-inside pocket you 
discover a wallet with a driving 
hcence, credit cards and an D: this 
last, apparently, must be carried by 
everyone in France to prove they 
aren't am alien absconding from 
Mars, 
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Producer: Mastertronic 
Price: E1.99 
Authors: Clive Wilson & Les 


 Hogarth 


neo ye ave, | think I've seen 
Eai something like this before, 
se Referring back to Issue 33 
SE (Oct 86) 1 find the culprit, 





asp rated irom MASTERTRONIC, 
7777. And what do you knów, that 
game was penned by the very same 
chaps we see here, namely Clive 
Wilkon and Les Hogarth. Looking 
back to that review last Autumn | 
see that although | was impressed 


with the game's sophisticated looks 


and features the whole thing came 
crashing down due to an ineptinput 


mail bag, many still sought oul 
Ze? tor tunher investigation, and 
they seemed impressed by a smart 
icon-diven adventure for only 
£1.99. Well the game reviewed this 
month should go down even better 
tor ilhas no annoving input failings, 


and the presentation is finer Han 


was lhe case wilh 2222, 

ZELE was innovative enough, 
but by golly these chaps are offering 
even more for the piffling budget 


stant on adventure-style input. You 
still end up with verbingun coupl- 
mes but the wav in which vou get 
there às totally fresh and engagingly 
original. Around the borders of the 
picture there ace well-drawn icons, 


KOBYASHI NARU 


| much as were seen in 2777. 


none other than that | 


system. Even so, judging from my | 


asking price. Here we have a new | 








Maru, however, there's the added 


| bonus of being able to scan through 


the textfor the noun to team up with 


the verb chosen via lhe icons. If 
| vou've plaved a few adventures in 


the past you'll quickly realise just 
how clever this system is; it kesps 
players" imagination tightly on the 
problem in question as they're 
necessatily restricted to the vocabu- 
lary in the location description. 
Hence, if the game has been 
designed well (and it has), there will 
be less misunderstanding between 
player and program. Again, you can 
only marvel ata budget game mak- 
ing this kind of real advance In 
adventure. 

Kobyashi Naru is the final trial for 
those who would be one with the 
mortals. You stand in a closed 
chamber on the world of Ygor, a 
candidate to the Order, Sent here 
by Overlord of All, you must com- 
plete the Naru in all its phases, Suc- 
cess will bring you the knowledge 
and power of those who have trans- 
cended the need for life itself, Fail- 
ure results in extinction, 

Ahead are three doors and 
behind vou a closed portal. It will 
not open again until you have com- 
pleted the three tasks of Kobyashi 
Naru, and obtained the required 
objects from each. To help there are 
vour wits and little else. The stan- 
dard wrist terminal you are wearing 
may be able to analyse certain items 
and provide useful information, but 
its use às limited. A chime sounds 








and the Mary has begun 
The three portals you face al the 


| start are marked Knowledge, Wis- 


dom, and Understanding. There's a 
special option, SELECT, just for this 


move. No matter which portal you 
| select to begin with, the immediate 


result 15 somewbhat lhe same: à 
restricted movement between three 
or four locations followed by death 
when vou try to get any Turther. For 
exam ple, in the case of knowledge, 
isa giant, Ugly, flesh-eating Krakod 
which engulis you with its tentacles. 
Chopping one of the tentaches with 
the double-edged secimitax conhy 
secs more tentacles hoiding you 
firm. 

While scratçhing your head trying 
to progress in each of the three sub. 
adventures vou may find it profita- 





couldn't really po overboar 





chagrin, and the input routine can 
be a touch sensitive. Assuming the 
instructons | received are the same 
as those that come with the game, | 

E about 
Sidney Affair thinking that many 


| people who buy it wouldn't get 
- muçh beyond Part One, 


The Sidney Altair is a superh idea 
but Um not totally convinced it has 
been presented that: well on the 
Spectrum. Given the onginality of 
these Gilles Blancon games, and the 
popular appeal of Who. Dunnit 

varns, | can't see many Vera Cruz 
fans resisting this one. 


Difiiculty: Part Two is a stone wall 
that may leave many non-plussed 
Graphics: excellent scenes of the 
crime and mug shots 
Presentation: good 

Input facility: roving icon, struc- 
tured sentences 

Response; fast 

General rating; sovd 


Atmosphere 85% 
Vocabulary 76% | 
Logic BB% | 
Addictive quality B7% 
Overall 86% 





ble to analyse as much of vour envi- 
rons as possible by way of lhe 
ANALYSE icon. This command is 
similar to EXAMINE in mainstream 
adventuring but here EXAMINE is 
reserved for those items actually in 
vour possesston. Keeping with the 
first portal, Enowledge, itmight be 
useful to run through this part ofthe 
game to lustrate just how well the 
adventure runs. 

'You stand on a vast plain, a 
myrnad of liny creatures SCurey 
about. The place is teaming with 
life, A sweet smell in the air. The | 
seimitax les om a mossy plinth”, 
Leaving aside the ungrammatical | 
feel of that passage let's ANALYSE 


| SCIMITAX. The ANALYSE part is 


brought into the verb window via 
icons bordering the picture, and the 
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noun placed up into lts respective 
window next to the verb by way of 


| moving through the text description | 
until the noun SCIMITAX is highiligh- 


ted. (The system here likes to return 
to the left hand margin of the text, 
leaving the left and right cursor keys 
to do the fine tuning. Given the way 
this adventure plays there's a lot to 
be said for using a joystick = 
Kempston is cited on the cover). 
ANALYTSE SCIMITAX results in “The 


| divinescimitax of Baal, Etheric War- 

| lord of Gath. The jewel-encrusted 

| shaft ends in twin blades honed to 

| Tobago A runic inscription trans- 
l 


es into, | will always return. 

Pressing zero (or FIRE) releases 
the icon mode again so you can 
choose another noun. Now if you 
decide ANALYSE PLINTH is a good 
meave the program scrolls a message 
across the top of the screen: 
STUDIED ANALYSIS REVEALS 
NOTHING OF RELEVANCE, which 
might seem a little boring, but whal 
5 more interesting is the scrollin 
itself which is superbly smooth ano 
a further touch of class for what is 
supposedly a cheap game, 

Leould go on for some time giving 


good examples of how flexible the: 


game is but suffice to say that the 
icons allow much leeway and the 








Producer: Argus Press 
Software 

Price: £9,95 

Authors: Matthew Rhodes, 
Colin jones, Jeremy Nelson, 
Nick Vincent, John Pickford 


Ra: his revicw was to be the 
ad di Breal Exposé on Grange 
| Ed pe il, the television prog- 
=sútam evervone's 
Pe about but never seen. 
Alas, several factors have conspired 
against this, the two major failings 
being my inability to find any book- 
shop that sells the book this prop- 
ram is apparently based upon, 
namely Grange Hill After Hours, 
and my missing the television prop- 
ram on several necasions due to à 
propensity for scoffing things about 
the time il goes out. | thought | had 







“Hbeatwhen | chanced upon as large 


a collection of Grange Hill 


| memorabilia as could be thought 
plausible, nin de aspect of | 


the cockney rascals' education (or 
lack of it), piled deep in the chil. 
drer's section of Boots (this after 
many  embarrassing scenes in 
learned bookshops where whisper- 
ing 'Grange Hill" could reduce even 
the most composed assistant to 


| bouts of the gigales - or was | just 


imagining it?) 


| | However lhere was no sign of | 
| After Hours among the varied 


Orange Hill antes, and indeed, the 


“antics of that famous former pupil, | 


Tucker. The book continued to 
elude me but | dicl manage to see 
the TV program in question this very 
day, although a certain amount ol 
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ANALY5E command in particular 
gives many a long and detailed 
synopsis way beyond the one-liners 
of mainstream adventure. 
Kobyashi Naru is a superb piece 


of microcomputer programming for | 


the paltry sum reguired. | wonder 
just how much of a game is left in 
memory once that alocated for all 
the snazzy programming is totted 
up, but this isa small query set 
sd the attractive looks and style 
Of a progressive cheapie like 
Kobyashi Naru. 





COMMENTS 


Difficulty: a head scratcher 
Graphics: good icons, adequate 
pictures. 

Presentation: altractive 

Input facility: icons for verbs and 


word extraction for nouns. 


| : fast 
General rating: innovative 
Atmosphere 76% 
Vocabulary 83% 
Logic BAU, 
Addictive quality 81% 
Overall 83% 


'GRANGE HILL 


my tea gol deposited on lhe castlist 
in the Radio Times so | might just 
misspell one or two of lhe names. 
There's been a bit of a fuss 
recently about the TV program Tutti 
Frutti, not because it's as boring as 
sin (nothing unusual in thati, bar 


because of its thick Scottish accents. | 


(though | wouldn't know, having 


rever seen more than 15 seconds at 
a time), But what about this here | 


Erange Hilk Stuck in front of the 
television, there's me siting on 
every lit and intonation trying to 
decipher words mumbled into jum- 
pers and caught in coffee cups leav- 
ing only the feeling that something 
cockney's been uttered, | caughtan 
episode 23 where Mr Scott gets his 
revenge on Trevor, Mrs MeClusky 

unishes some rebels for reasons 
Os! LO SOME previous prúgramme, 
and more to the point, women and 
giris wantto fight for the right to hurl 


| hethal red balls at ore another, allin 
| the name ofcrickel, 


The story behind the game is a 
piece of cake. Goncho, whose 
mush is plastered over the screen 
during the carly part of loading, has 

one and got his Walkman con- 


| fiscated for Sin on in a lesson; 
a 


and this after his last one was con- 
fiscated and lost. His mum wasn't 
too pleased at that, and so warried 








" gar 


Producer: Players | 
Price: £1,99 


Author: Alex Williams 






Ea att Lucas isn't acar emul- 
tis pa son, he's a private inves- 
RE tipator who zips around in 

RAP à red Ferrari, pulling up 
SS now and again to use it as 
a prop tô pose against, leaning on 
the windscreen with gun purpose- 
fully pointed at the action (how's 


| that for a Russell Harty introduc- 
| tiont). 


The tough American city where 

is chap ekes his living is none 
other than the drugs capital of the 
States, Miami, lying luxuriousiy 
white-washed on the eastern sea- 
board ofthe sun-kissed peninsula of 
Florida. The curious geography of 
this coast probably explains how 


| Matt always seems to be strolling by 
| the sea, as inlets, harbour walls and 


sand-hars allow great intimacy with 
the ocean (sorry folks, | can't quite 
seem to kick this Russell Harty 
flavour). 

In this, the land where ted smar- 
ties are banned, it's your job to 


him he'd be skinned alive if he ever 
came home without the replace- 
ment she bought him, Jt's ten-to- 
four in lhe afternoon and Gonch is 
about to go home when he realises 
that returning home without! lhe cas- 
seétte player is going to lead to such 
a shouting match he probably 
wouldn'tbe able to hear a Walkman 
again, The oniy alternative segms to 
be to return to school after hours, 
break into the staffroom, and 


| retrieve the machine. All this has to 
be done before midnight, and with 


the help of his trusty schoolpal, 
Hollo. 

CGrange Hill the computer game 
has tried its best not to be pigeon- 
holed. It can't be said to be an 
adventure, as there are occasions 
where only deft control of a joystick 
or keyboard can guarantee progress 
- à Very rare occurrence in adven- 
ture. This isn't the only arcade 
aspect either, as sudden deaths 
seem to liê around every comer, 


And herein lies one of the game's 


mostserious drawbacks. The inabil- 


My to save your position just before | 


one of these untimely deaths results 
in much monotonous repetition of 
toutes you've already mastered; a 
fundamental flaw this. 

The upper half of the screen 
depicts the scene with your own 


character, Gonch, walking around | 
oubside the litter-strewn playing | 


fields and perimeters of the school, 
as often as not accompanted by 





MATT LUCAS 





| Input facil 





infilirate the seedy drug culture of 
Florida and find out what has hap- 
pe to your partner in crime- 
ighting, John Harpinger. It seems 


| that the poor chap has been taken 
hostage by a ruthless ganp, there- | 


fore its your most immediate taskto 
follow the trail of clues to the kid- 
napper's hideout. Your colleagues 
on the precinct are Cosby, Deringer 
and Makepeace (| made that last 
one up) under the world-weary 
direction of Ligutenant Davis. | 

This program (which appears to 
be a GAC clone) doesn't set the 
world alight with innovation, but | 
was most impressed with its compe- 
tence for such a low asking price, 
The location descriptions show a 
fine writing style, the problems are 
interesting (even if the solutions-are 


| unimaginativel, and the program 


makes good use Of informativo 
EXAMINE statements to kevp the 
me moving song. Try these yo 
Ocation descriptions: 
“Matt is near a T junctton. Sud- 
denly allthe wealth of the city gives 
high-rise flats”, and Matt is outside 


your sidekick, Hollo, Both you and | 


he are animated, or more strictly, 
your legs are animated whilst the 
upper torso 15 rigid, with arms pin- 
ned down. The din aguia 
raphics are rudimentary and, inmy 
ng disappointing. Amp charac- 
ters you meet, like the celebrated 
drug pusher, also appear in this win- 
dow, the text area below giving the 
opportunity to “Just sav no” ta 


Ee pinched from the atari | 
I 


Ims for newly appointed ban 
managers). * 

The speech aspect isn'taltogether 
successful in Crange Hill, apl é 
vou can get Hollo to state how he 
would prefer to remain put rather 
than follow you any further, at one 
stage in the game. I've forgotten to 
mention the time element, where 
the clock runs at four times normal 
rate, which means you could be 

laying this game for (12 -4] divided 

y four hours, which is a long time 
to play a game lhal never quite wins 
vou over. 





COMMENTS 


Difficulty; deft control of keyboard 


or joystick required 


Graphics: cheap game standard 
Hy: menu and sentencos 
tor speec , 
Response: fas! 

General rating; interesting theme 
and in some ways, interestingto 
play, but fundamentally flawed 


Atmosphere 71% | 
Vocabulary 59% 
Logic 7 9% 
Addictive quality 62% 
+ Overall 70% 





Ed briefly for the poverty of the | 
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| the precinat. Às he looks up at lhe 
familiar building he cannot help but 

| think of his good friend and col 
league, John Harpinger.' 

These passages may seem unre- 
markable, but they aré representa- 
tive of a style which goes some way 
beyond the “Lam infou can see 

clichés of lesser games, 

The game vocabulary is friendly 
without being a pushover; it might 
take a lite while to get the right 
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TERNATIONAL LTD.B) 


word  combinations, but once 
achieved the correct solutions 
appear to be the most logical, or al 
least elegant. In lhe buichers 
there's. meat, which apparenty 
must be bought with some presently 
non-existent money, and sawdust. 
EXAMINE SAWDUST gives “Yellow 
and dusty, Very interesting! wie 
TAKE SAWDUST tells you in no 
uncertain terms, What the hell 
tor?!" One non-standard uscage isa 
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, 
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reliance on TAKE onhy, with no GET 
option. However, any annoyance 
over this omission 15 somewhal 
assuaged by the use ofthe abbrevia- 
tion of T for TAKE. 

A good mary locations can be 
explored before the player has to do 
anything beyond simply mapping 
the adventure, and it's quite some 
time before the first objects begin to 
take on unmistakable associations, 
A carstânding in a filling station wealth 
ts petróol cap removed, a tube anda 
containers one of the more obvious 
strings of objects that no doubt can 
be brought to bear on the problem 
of getting that red Ferrari started = 


| sadly, dt just isn't going to mork 


when it's tound in thevery first loca- 


| tor, 


Getting some way into lhe game 
reveals only go0d things, but some 
may gall at the very slow response 
times: for example SMASH VASE 
sn tthe right way to go about mak- 
ing the vase you find in Phil's place 
useful, but it takes the program an 
awfully long time to look through its 
vocabulary to tell you this. There's 
also the small point of missing part 
of the game should vou play with 
TEXT onhy (and to be quite honest, 
although: the graphics are by no 
means the worst [ve seen, repeal- 


Professional Adventure Writer 
Spectrum 48K. Plus. 128. Plus 2 - 
The Prolessional Adventure Writer is a state-of-the-art 
graphic-adventure writing svstem, which allows vou 
to-design, write and ilusirate, fast machine code 


adventures mith case, 


automaticalhy. 


and easily. 


| 2 Park Crescent Barry, South Glam.Tel;0446 732765 


| Logic 


He provides a powertul sentence parser which allows 


complex chained comimands to be decoded 


Simple to use multiple process tables alove characters 

and problems to be created for vour adventures 
Versatile graphics editor provides rubber handing', 
high speed shading, scaled subroutines eteete, 
Alenvs impressive ustrations tó be created quicklv 


| Has manv other outstanding features making it probabiyv 
the most advanced aulhoring svstem available vet. 


Makes tulluse ofal the memory 


ing them so often allows the player 
to become jaundiced with their 
overwbelming simplicity, so playing 
text-only can the rulted out), A com- 
puter hes on your desk in yourofice 
and inserting a disk (found else- 
where; causes a map toshow upon 
the computer screen. Liniortunately 
vou won tses this map on the TEXT 
opton although, admittediy, dl 
mort take vou long before you 
realise lhat you've missed some- 
thing). But small nigeles apart, Matt 
Lucas is a really fine game for the 
asking price, 


| 


Difficulty: casy 


| Graphics: average 


Presentation: redesigned character 
sei 

Input facility: verb'noun 
Response: sluggish 

General rating: good 


82% 
16% 
89% 
85% 
B4 


Atmosphere 
Vocabulary 


Addictive quality 
Overall 
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Producer: Gilsoft 

Price: £E22.95 

Authors: Tim Gilberts, 
| Graeme Yeandile, Phil 
| Wade, Alex Williams, Kevin 
| Maddocks, Dicon Peeke 


E ay back in May 1984 a 
e young, lively, fresh and 
o spirted magazine called 
| CRASH reviewed a prog- 
* ramming utility named 
; In that same issue there 
was an introduction to an adventure 
| trail where adventurers could com- 
municate with like-minded 
enthusiasts. That was exactly three 
years ago, and The Adventure Trail 
has now progressed to a sizeable 






| porating Reviews, Sianpost for let- 
ters, Signstumps for queries, and 
Superheroes for adventure super- 
men and women, 

ver the years The Quill has 
supplied many a pood game tor 

| review, but it has now begun to fall 
| behind despite additions such as 
The Illustrator, The Patch, and The 
Press. INCENTIVES Craphic Adven- 
| ture Creator, was supposedly the 
answer to the adventure writer's 
problems. However, | remained 
| sceptical as all around praised a util- 
| itywhich | thought lost an opportu- 
nity to see adventuring through the 
late eighties, With The Professional 
Adventure Writer, or PAWtor short, 
| now think we have the kind of util. 
ity which can lead the way to better 
and more imaginative adventure = 
he beauty of which is that the man- 
uals are amazingly accessible, ever 
| for such a complex and thorough 
microcomputer program. 

The manuals are a good place to 
start, because although the print is 
lightweight (small computer printer 
Style) it remains immensely reada- 
bte. It's hard to explain why though, 
as on first glance the introduction 
manual looks no different to any 

| other. [attribute the manual's ability 


| tó keep the reader interested to Tim | 


| Gilberts' obvious love of adventur- 
ing, and his realisation that the odd 
| joke orhuman touch can considera- 
bhy lighten the load of à heavy pass 
age. For instance, take this piece 
which follows a breakneck tour of 
your test adventure courtesy of the 


pus “Right, back to the boring | 


t, QUIT from the game so we can 
deal with the next chapter in this 
saga.” The fact that any part of any 
manual can be thought any more 
boring (or interesting) than any 
other will rufite purists, but this Kind 
of humanising is right up my street, 
The introduction is a superb publi- 
cation, making no use of the pomp- 
ous style which blights so many 
technical, 

Now for a run through what PAM 
can actually be expected to 
achieve. The major improvements 
are in vocabulary handling (includ- 
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| part of its mother magazine; incor- | 





ing GET and DROP ALL), presenta: 
bon options, debugging of your 
adventures, ability to write up to the 
full 128K of the new Specirum, allo- 
cation of weight to objects which 
can be worn, removed and/or form 
a container (eg trousers with poc- 


| Kets), interaction of independent 


Characters, and quick, easily-drawn 
graphics with rubber-banding plus 
high speed shading, 

In the line of vocabulary PAM 
provides a lull parser, a device 
which converts the player's input 
into logical sentences which evoke 
suitable responses, The parser 
understands long, complex, 
chained commands using punctua- 
ton marks or the conjugations AND 
or THEN, including the ability to 
read |T for the last specified noun in 
the likes of GET THE SWORD AND 
KILL THE ORC WITH IT THEN 
DROP IT. The utility knows the 
player is referring to the sword with 


| the pronoun IT due to the way in 


which nouns are numbered in its 


vocabulary list, In this case ORC has 
a value less than 50 and SWORD a 
value greater than 49 and hence 
knows that SWORD is the object 
referred to by the pronoun IT. 
Adjectives (GREEN jumper, LIT or 
UNLIT torch) adverbs (HAPPILY 


| married), prepositions (talk TO him) 


Can all be sed to add colóurto the 









vocabulary, along with lhe usual 
verbs and nouns. Vocabulary | 
values lower than 20 are termed 
conversion nouns as they are 
treated as verbs by lhe program 
(NORTH for example). Many 
synonyms can be engagedto ensure 
that any input will receive a reply — 
for instance, BUS and TICKET might 
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Locations, É Connections, M Mes- 
sapes etc), lead onto sub-menus 
| which always remind vou of the 
way in which imtormation is 
entered. 

The Locations sub-menu, like 
most of the others, allows the Inser- 
ton of text, Amendment of text, 
Printing on screen (List), LPrimt to 
printer, and Z to return to the main | 
menu. PAW checks the syntax of all 
entries and ignores superíluous 
spaces, therefore | 3 will resultinthe | 


adventure is made easter Dy two 

additions. The first isthe use of diag- 
| mostic flags revealed during the test- 
ing of a game. There are 256 flaps of 
which 220 are free to the user to 
add, subtract, copy and compare. 
Flags can be used forcharacter loca- 
Hons, counters in subroutines, orto 
hold the locations of objects, Loca- 
tions and Hags come into their own 
when used in Process tables, where 
Condacts (Conditions and Actions) 
can be grouped to achieve many 
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be given the same value of 54 while 
ANORAK and COAT are both 56. 
Seventy commonwords are already 
catered for in the vocabulary, the 
program recognises up to the first 
five letters (ensuring speed in pro- 
cessing and typing. along with 
memory saving), and alhin-all, 
PAW has done a very thorough job 
in the vocabulary field. | 
The screen display format can be 
changed at any time during play and 
options open to yoLare: 
1. Full Screen Graphics 
2. Continuous Scrolling Text 
3. Split Screen Graphics 7 
4. Fixed Textard Graphic Windows 
Further variety les in the builtin 
multiple character sets. These can 
be altered and interchanged during 
a game, even when between loca- | 
| Nons orin the middle ot à sentence. 
| consider these options to be a 
liberating force and an-escape from 
the cloned look of other utility 
adventures, 
Debugeina 
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| weird and wonderful things, Con- 


dacts such as HERE (lhe current 
location of the player and tlag 38), 
CARRIED location 254), MVORN 
docation 253) and NOT HERE (any 
where else including the not 
created location 252) can quite 
clearly be seen to be related to loca- 
tions and flags. This leads us on to 
the second feature to aid debug- 
gire, namely those Process tables, 
The advantage of using these tables 
lies in their ability to be nested as in 
subroutines, with the option of 
devoting, say, one whole table to a 
character's behaviour. This notonhy 
aids debusging, it also has positive 
implications for developing and 
improving subsequent adventures 
wtten using PAM. 

The face a utility presents to the 
word is important, as it is here that 
the budding writer confronts lhe 
complexities of adventure composi- 
tion for the first time. PAW shows a 
very friendhy face with two pages of 
menu options — one primarily con- 
cerned with writing the adventuro, 
the other with saving, loading or 
testing. a written game. Single, 
mainhy first letters [V Vocabulary, L 
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Spectrum question mark, as loca- | 
lions are inserted. in”order and 
require no number — deleting 3 with 
lhe usual Spectrum keys sees the 
input accepted. On the other hand 
Amend does need a number, as 
shown by the information at the top 
of the sub-menu for locations, for 
| example À 3 fits the bill of À (Locn) 
and is therefore accepted. When 
the player turns to Connections, 
blank entries will be found corres- 
ponding to the locations entered as 
this automatic system simply ack- 
nowledges the fact that every loca- 
von requires connections to some- 
where! Similarly Initially at, and 
Weight, open up new entries every 
time an item in Object is borne. To 
say this system js child's play might 
be asking for trouble, but it is clear 
lhe way im which PAW is con- 
structed allows the greatest oppor- 
| tunities for a companitively meagre 
outlay in time and efiort, 

This utility às à remarkable inven- 
ton. Itis a graphic adventure com- 
posing system of some 2Z0K, 
released in one format but covering 
the entire range of Spectrums: the 
48K (rubber keyboard), Spectrum 
+ (plastic keys), the 128K, and the 
128K Spectrum +2. Discimicro- 
drive versions will be available by | 
mail order for the Opus Discovery, | 
DISCIPLE and BETA intenaces. | 
Anyone purchasing a cassette ver- 
ston-now who wants to upgrade to 
a disc later can do so for the differ- 
ence in price. Discs of 3, 4.5, and 
5:25 A que will cost E27.95, while 
the price for microdrives is yet to be 
announced. 

The Professional Adventure 
Writer às just that, a professionals 
aid, even df only for developing 
games for later coding. BASIC or 
machine code additions are catered 
for and a SAVE'd database can be 
verified. | found the program excit- 
ing and am excited by its possible 
achievements. 






































Overall 97% 
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(£20 software prize for March). 
Imagine our disappointment when 
my Spectrum + 2 would not accept 
lines bi) and 80. Is itpossible for es 
to letme know the full correct pros 
ram, and how to run it wit the 
game in order to list the puea ati 
as l'm sure this would hel 
towards completing what has-E 
a good adventure. Also any brito A 
ps that have been sent in for this 
adventure, or one of the oldies Cas- 
tie Blackstar, which is currenthy pro- 
ving a real challenge. 

P Perrin, Wilts 


| don't know what lhe exact dog 1 
bo is here but I'm bi 
wonder just how compatible 
Rabi ive had one 
or two programs 
myself. As vour adventure 


queries, nro oii ab 
wer specific questions, and it 
be worth reminding readers 


that the Trail is a magazine column 
onty, and on no account should 

addressed envelopes be 
sent in as | am far too busy to indi- 


be Agp which puzzled 
ug should hunt out post 
of Signstumps as re may 
mel be existing clues Secondiy, 
ne A à query for 


FROM GAC TO 
FAME AND 
FORTUNE 


Dear Derek, 
Recently, | purchased the Graphic 
Adventure Creator. | have spent 
many hours on the program, writing 
ra fee mostly uninspiring adven- 
jures as well as fidaling around with 
the graphics. | have, however, 
designed a very large adventure 
with raphics andicharacter interac- 
ion. ltisn'texacthy LEVELS standard 
butl would like to try and sellitto à 
small budget company. Please 
could you give me some advice on 
how to approach a company so that 
they would take me seniously? Also, 
what if they disown me, claiming 
they wrote it themselves? 

| Sunter, Essex 


A sb and it's worth not- 
ing that the largest budgel Manto, 


MastERTRONIC, has à no-ultility po 


red jr iching companies, 
Rd d letter e sé 


game: Do a points 


al io your power to 


paca! 


ue pe 

several versions o oo ida pra 

inonro dç m 
number where 


poucão be contacted at almost any 
and expect to have to put the 
program on every c ; 

should à p warm 
ER 


tnowa to 


monder so many rammers 
went back to omning ir own 
companies after the shake-oul in 
the early eighties! As for your last 
poinl, F have never heard of any 
pad stooping so low as to 

à program in this wap, so rest 

ay on thal score. E 


MIDNIGHT 
CURFEW 


Dear DB, 
Fr writing to CRASH Towers in 
response to two articles Sa the 
March Signpost section. Firs 
was pleasanthy surprised at Agi 
MeLear's letter from Glasgow con- 
cerning the already fabled Eye ofthe 
Moon. It's good to know Em notthe 
sei Midnight fanatic in the world, 
feel bound to extrapolate the 
discussion. 
| accidentally came across The 
Lords of Midnight a long time ago, 
and immediately proclaimed itto be 
“the most sensational piece of 
software to hit the lite Sinclair 
micro. This Mike Singleton's a 
genius, | thought, and 1 watched the 
software shelves eagery for six 
Ei OF 50, Snappine up the first 
copy of Doomiark's Revenge that 
appeared. It's very rare that | fork 
out lhe traditional tenner for one 
game, but-again it was worth every 
penny — an outstanding mix df 
adventure, strategy, and graphical 
perfection. The individuality of the 
characters was especially excellent, 
Now a certain Damen Andrews of 
Watord wrote last month that he 
was having problems with, amongst 
others, Doomédark's Revenge, so Vl 
come back to that later with some 
tips. 
However, pi Erudito Trilogy 
business set my pulse racing. Was it 
ssible for a ! e even better epic 
andscaping adventure? Seemingly 
not. | wrote (O BEYOND explaining 
about the Eve of the Moon game, 
and a certain Simon Goodwin 
(sounds familiar!) replied saying the 
third epic was due for release in Sep- 
tember 1985. September came and 
went and | wrote and phoned many 
times, but BEYOND had disappeared! 
Then lo and behold | reached 
them again and was told “Easter 
1986 would be the release date, 
Ah ah. Easter came and wenl — no 
ame, Then seroND must have fal- 
en into a hottomless abyss because 
Edidn't reach them again until late 
last year when | discovered they'd 
been bought up by FIREBIRD and the 
otd team had “retired. CAtthis point 
| was awaiting Dark Sceptre. They 
said that Dark Sceptre could be 
expected just before Christmas, and 
Eve of the Moon would follow im 
1987. 


Guess what! They were fibbing 


again. It's now February 1987 and | 
pai told that Dark Scepire is still 
und cepoing uction difficulties 
and Eve of the Moon may have to 
be scrapped! Now | realise that 
Mike  Singleton ds extremely 
talented, and therefore very busy. 
But | ask you, why set about! startin 

three or more projects (Da 

Sceptre, Star Trek, and the MEL 
BOURNE HOUSE game) when the first 
one planned (Midnight dh is still to 
be finished, or maybe even started! 
So all l can say to tenham of Clas- 
RO and all other Midnigiters is, 
we're gonna have a long wait, And 


Mike, get your finger out and con- 
centrate on one or the other, not 
four! 

Now that's out of the way, here 
are some tips for Doomdark's 
Revenge. In the Lords of Midnight 
there were basically two ways to 
win: Morkin's Quest or Military Vic- 
tory. In comparison the options in 
DR are almost na às you can 
attempt to accomplish-any number 
of the required actions, The full vic- 
tory that reveals the hidden watch» 
words-of Midnight on the Moonring 
requires the rescue of Morkin, the 
complete destructon of Shareth, 
and the safe return of Luxor, Mor- 
kin, Tarithel and Rorihron to the 
Gate of Varenorn. To attempt to 
explain here everything thatmustbe 
done would take quite a while, and 
some adventurers may prefer tó find 
outtor themselves. 

Here are a few basic hints: 

LF Recruit as many Lortls as pos- 
sible: Tarithel begins game in 
the Fey realm, and she is ah 
excellent recruitment officer. 
Luxor is not so Brilliant, 
Rorthron is very good 
Recruit Fey and Barbarians 
irst 
Objects such as Crowns, 
Spells and Runes are a great 
help, but it's not essential to 
discover the whereabouts of 
them. Go to towers to seek 
guidance 
Saga LOM, there i & SUppy 
ending, rejuvenating supply 
of warriors and riders at the 
various fortresses and cities 
“around the lIcemarko Mt's 
important to keep your 
armies up to strength [1,000 

200 men/tiders each) 
To slay Shareth you'|| need à 
lot of manpower and id 
friends. Don't necessarily go 
looking for her — she'| come 
to you in about nine ot so 
days time. Consolidate your 
position and 
stronghold. 
Because of the individuality 
ofcharacters, they may gang 
up together in independent 
roups depending on who 

e are aligned tó etc, 
The rescue of Morkin is a 
great puzzle and it stumped 
me for some-time. Tarithel is 
instrumental in his recovery, 
and the third dimension is 
also important 
Don't worry too much about 
the leelords. The manual says 
they are most difficult to 
recruit. In actual fact, due to 
their very treacherous nature, 
they can easily be recruited, 
especially by Rorhron and 
Tarithel — but watch out they 
don't turn trator and revert 
back to Shareth 
Be wary of Stones, Cates etc. 
Sometimes they may bring 
good fortune, sometimes 
not. You'll eventually etto 
know which ones do what 
Finally, don't despair, If your 
armies are getling trounc: 
and your commanders are 
rebelling, seek sanctuary in 
pits, tunnels, gates, amy- 
where underground as 
Shareth and company wall 
notfollow you underground. 

These are just vague  hints. 
Doomeark's Revenge is a pheno- 
menal game which, apart from ils 
press Rodão of Midnight, has 
no equa: Fere unting! 

5 ] Harding, Tamworth. 


force ir some: 


GAP — GRAPHIC 
ADVENTURE 
PROBLEM 


Dear Sir, 

Although | am not very E good at 

adventures, | like AaRis Com det 

them (although E rarety do), When | 
had gotten bored of some of my 
arcade games | tried to find some- 
thing that would be longer lasting. | 
thought of adventures... no] 
couldn't get anywhere in them. 
Then | thought, why notmake my 
own adventure." So | trundled off to 
my local computer shop and spent 
all my hard-carmed pennies to buy 
an adventure maker called GA. | 
ran home and started tinkering with 

t. Despite having a few problems, | 

have now nearhy finished the first 

part of my adventure. This brings 
me to what | want to say. 

1. Inthe GAC how do you gel 
random messages. |ve Iried 
most ways but they don't 
work, 

Also, how do you make a 
multiload program (like The 
Boggit) 

Can vou link: The Artist | to 
the GAO (for graphic -pur- 
poses) If you can help me 
with these, myselfand my co- 
writer would be very grateful, 

Daniel 


I have had tions con- 
the GAC and what it can 

and cannot do. Would some kind 
soul out there please write in with a 
rn aisal of what can be realis- 
y achieved with this utility and 


Pilsee ifl can dig out a prize for the 


letter. 
DB 


THIS JUST CAN'T 
BE! 


Dear Derek, 
just a short letter here. In the last 
issue of CRASH (38), you printed a 
supposed correction for my Mil 
night pokes «first published in 
CRASH Movember 85. lts a py, 
the suppósed cormectan had the 
same mistake in it! The mistake was 
in line 60, which should read 60 
DATA 34, 148, 96, 33, 24,62 

| was hoping to do some Doom- 


dark's Revenge pokes for you, but 


after all the hard work of breaking 
into the protection system (PONVER- 
LOAD) and finding some pokes (| 
found nine im all ranging trom no 
mist, through always recruiting if 
approach used, controlling any 
aracter ithere are 128 of them!) 
and see the screen build up, my 
computer broke down before | 
could write the pokes program. 50 
vou just have to wail for them. 
Hope you have better luck typeset- 
ting your pokes programs in the 
future. [HH have to be going now, gol 
à lot of À Levels revision to do for 

my exams a ep 
aul Stephenson, Leeds 


| hope your university aspírations 
come rue, tg fast thanks for 
sia the time for your letter. 

J:] 


This month's E20 software is wing- 


pio SN nb a ra 


desreniod after sao 


> 
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Without further ado let's get stuck 
into those puzzles that have you 
Hummoxed, 

QuesrrrosE games, based u 
comic book characters, are always 
popular, and this month sees 
queries on Spiderman and Human 
Torch and The Thing, which | will 
endeavour to answer. 

Jan Hill of Manchester wants to 
know how you deal with Sandman 
and is having some difficulty deal- 
ing with that (now rather famous) 


fan. Trouble is, he ain'tevengotany 


web fluid! Meanwhile, Philip May 
from South Wales às in the caves 
undermeath the tar pit, but he's 
scratching his head like some 
demented monkey at the thought 


of not progressing any further. 

To def Salinas, DMINC 
DFIMIOH before you enter the 
room, On entering the room FYBN 
DSJC twice, then TAKE ALL. As for 
the fan how about trying DBTU 
AFC BU GBO several times until it 
stows which allows you to DBETU 
AFC BU CYUUPO. As you'reaware 
Hf , Fou need some of that web 
fluid, so here's a formula to work 
on: GET DBMDIVN DESCPOBRUF 
and IZESPDIMPSID BDIJE. Make 
vour way to the chemistry lab 
(where else!) and type in NBLF 
CMVIE, To rekindie your interest 
in the Human Torch, try to get the 
hang of The Thing by waiting um 
vour energy is 100%, turn pour 
GMBNF on high, throw ft at the 
boulder, GET PEBBLE, and fly down 
the hole. 

No month of ºstumps could ever 
pass without a Seahase Delta 
query, and this merry month is no 
exception. Mike Hicks is as sunk as 
a sub amd has been dealt a blow 
(groan!) by his inability to enter the 
ht shaft or to lever the cannon. 
Hath the cannon problem he won- 
ders if the hammer (found in the 
reactor room), nails, plank and bar- 
rel (from the tavern) have got 
something to do with it. He's so 
puzzled he thinks he's about to lay 


an egg mduch is more than can be 
said for his attempts to get the hen 
to do just that. 

Well, Jef's start with the shail, 
and who wants to enter a forbid- 
dingly deep lift shaft for heavens 
sake? Far better to POFO the 

BOFM with the key that vas in 

he GPPE GBSN. Examine 
UEMFPTDPOF and down the shaft 
rou will see the small metal disc 
used to play the computer game. 
The disc can be got at by ing 
a XBTIJOH MJOE with a speaker 
NEHOFU attached. First of all you 
might find it useful to DIFX HVN 
and stick the buttons for the RA (de- 
tais s fed by Maithew Tuck). To 
fever the cannon you'll need some- 
thing long, it has been suggested 
that a length of TUSPOH XPPE 
could well do the trick. To remove 
the QMBOL in the first place you 
need the OHODIET wheretipon you 
can QVMM DBIMT. I say, | say, É 
say, how do you make à hen lay an 
egg? Answer: CMPXCVYCCMEF next 
to FO, (K Miles supplied the ans- 
wer to this hen joke). 

Time for a quickie here me 
thinks, from a regular in lhe Mid- 
lands. | can't answer.all of Milan 
Petróvich's problems cause vou dot 
out there ain't sent in the full solu- 
tons to Adventure or Claymorgue 
Castle (even though fame às now 
almost guaranteed due to lhe new 
credit system). However, his ques- 
Hon on Emerald Isle which goes like 
this, “I have given the seamstress 
the parachute but can solve 
nothing else. | can find no use for 
the four coins | have”, can be 
answered this very month and here 
are the words of wisdom which will 
soon have the penny dropping. 
Insert TJMWFS coin, enter tram. 
Purchase the HSBOYMFT with a 
CSPOAF coin and the HPME coin 
should be given fo the OVSTF. 
Alright you clever accountant- 
types out there, you've only 
counted three coins. Well perhaps 
Milan gol his sums wrong (or if he 
didn't this excuse should keep him 
at bay for another month). 

Malcolm Austirr wishes fo escape 
the rock prison at the beginning of 
Rebel Planet and, in a similar vein, 


would like to skip the ins dun- 
geon to defeal the ei grs in 
The Hobbit. In the jail CFÕE CEST 
XJUI XSFODI and then 
BDUIWBLUF MEBTES before 
DMINC UISPVHI PME. The gob- 
lin's dungeon might release you 
after the following: SEE EPPS to the 
TX, wait until Thorin appears and 
say to him “PÓOFO XJOEPX', *'DCSSZ 
NE, then “HP XFTU", THEN GO SW 
and DOWN, mart for the goblin. 
(Hobbit help — Desmond Corgan). 
In the same game Michael Palmer 
wants to find the professor on the 
second planet having waited out- 
side the university for hours. Leav- 
img lhe academic for the guard he 
finds he can't keep the museum 
aftendant happy and wonders ifthe 
display cabinets have any part to 
play. At the entrance to the univer- 
sity UBO DSZTUBM with GPS. 
Examine the exhibits to learn about 
thecreature. Give CSFX to HVBRE. 

Um abit pushed for lime this 
month but it's rumoured an Adven- 
ture Specialis in the offing, perhaps 
next month, so 1H look ard to 
that. For now, keep sending in your 
most treasured tips and solutions, 
as well as any puzzling problems 
to a 


SIGNST UMPS, PO BOX 10, LUD- 
LOW, SHROPSHIRE STE TÃO, 
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' Wediditlast year — at least 
| Robin Candy did it, and! 


wrote the introduction — and | 


| It was à great success. 

| Everyone said they loved the 
Special Playing Tips Supple- 

| ment. However, the last one 

"was a mete 16 pages; this 
year it has grown to a mas- 
sive 32, packed with hints, 

“fps, cheats, POKEs and 
maps. 

Since the beginning of 
time, somewhere around 
1983 as far às we are con- 
cerned, people have been 
spending more time hacking 


games than actually playing | 


them. 
Since those days things 


have changed. Gone are the | 


simple POKEs that could be 
entered by MERGEing a 
loader and sticking the POKE 
before the RAND USR state- 
ment. Routines are now more 
involved, and the competi- 
tive rate at which theyarea 
produced is often alarming. 
Teams, such as The Haxby 
Hackers and the Maga Team 
as well as individuals bke 
Phil Churchyard and Jon 
North, have achieved cult 
status for their hacking 


exploits through the pages of 


CRASH. 


Many ofthe routines in this | 


special edition just have to 
" betypedin, runand thetapeo 
"loaded as usual The game 
should then run, good typing 
- willing, normally but vrith 


| the POKEs installed. Ifother | 


systems need to be employ- 


ed, it sstated in the introdue- 


tory paragiaph, 

Thank vou everyone who 
sent in PORKEs and tips to 
make this Supplement the 
size It is — and please con- 


| tinue to do so or Fllbe out of | 


a job! 
ELM 


Over three months we've col- 
lected quite a few tips for 
CRL's Academy. Forthe Spec- 
lal Supplement, here they are 
again, plus a few new ones. 
Thanks to Camilo Mesias and 
Russell Mulcahy, 


ACADEMY TIPS 


MISSION ON 


| 


“TF Ft E sk JVES 

You find that your base is sur- 
rounded by four sets of Light- 
houses in pairs. Donot destroy 
these as they are necessary for 
navigation. Design your own 
ship with as many of the fol- 
lowing characteristics as pos- 
sibla: good lasers; scanner; à 
bombs; 8 missiles; some 
ammunition; à compass; good 
main drive. Then fly around 
close to your base and get rid 
of anything that isn't one of 
the Lighthouses. 

Return to GLV and then 
equip. Fly out in between the 
sets of Lighthouses. When you 
findashipsteer towards it, but 
slow right down. There are 
groups of ships which thrash 
you in close combat, so stop 
and pick them off one by one. 
Hat first they don't come 
towards you, inch closer and 
that should tempt them into 
combat. Use up all your mis- 
siles against them and then 
turn towards GLV (use ADF) 
and burn. Change view torear 
and keep shootng. Drop as 
many bombs as possible and 
be carefulthat you don 'tcrash 
into GLV while facing back- 
wards (now that would be 
embarrassing!). With some 
luck the bomb will detonate 
your enemy's ships. If it 
doesn't, return to GLV, re- 
group, re-equip and repeat. 

Repeat this manoeuvre for 
gach direction ofthe compass, 
destroving Lighthouses so 
that you know where vou've 
been. You should easily get a 
pass on this level, If it qets 
dark, return to GLV and wait 
five minutes until the sun rises 


NI ad? 


Use the same ship as in Mis- 
sion One, but add Jump/door 
unit, 1/R or flares, and 8 rounds 
of ammunition. Do not shoot 
the jump pads! This is crucial. 
First destroy everything 
around the GLV except the 
jump pads. Re-equip and jump 
somewhere. You find yourself 
at one of the cutposts. Locate 
the robot factories and keep 
well away from them until the 
very last minute or else they'll 
thrash you. Shoot everything 
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else. Fly between the fac- 
tories, bombing as you go. Use 
ADF to return home once you 
are sure that the factories are 
gone (use scanner). Use your 
ammaunition because the robot 
factories lob robot missiles at 
vou very quickly indeed. If you 
run out of ammo then burn 
homes, but face backwards so 
that you can use all the mis- 
siles. It's a long drive home, 
but don't panic as there is 


| enough fuel for a two-way 

| journey. Re-fuel, repeat and re- 
| equip and head backto gat the 
| other factories. 


ITS SS 1Q E RETA E 


a] A deh Mil A ir 


AME ES CEA GT] 


Thisis probably the hardest of 
the first four missions. Get a 
new ship with: high shield, 
high lasers, high AMMs: 4 
bombs, scanner, a compass, 
and missiles .. 

Avoid the mines which are 
shown on the scanner as four 
dots, close together in a small 
square. Shoot these while they 
are still at à distance. Every 
now and then slow down, stop 
and look at the scanner, Any- 
thing stilmovingisashipora 
missile so blast it before itgets 
vou. Avold the fortresses if 


| possible or bomb them if you 


have to (remember to get well 








away from the explosion your- 
self or it'l be bye-bye Skim- 
mer), 

The volcano-shaped objects 
are indestructable and NOT 
the reactor, so dont waste 
your ammo on them. The reao- 
tor is shown on the small map 
of this level, Time is the most 
important thing in this mis- 
sion, therefore you can tdothe 
old trick of waiting for the sun 
to come up - perseverance is 
the only thing that willget you 
through this mission. 


This mission is dead easy. Use 
a ship with good lasers, main 
drive, shield, scanner and com- 
pass. Follow the comidor of 
mines carefully and repeatthe 


| process ofstopping andcheck- 


mg the scanner for ships — 


| there are a few, When you get | 


to a comer be careful not to 
turn into the mines. For speed, 
try to use missiles on ships 
attacking you, Remember, 
scoring is on à time basis, but 
dock very carefully at the end 
or you may waste it all 


GENERAL TIPS 


1) Use low power steeriny — it is 


easy to control I you becomes 


iii iii ii ala 


>2LUNCH 


Launch O.k. 


Flare reLeased 
RSA ES: 















| surrounded, change view to 
ghootthe ships rather than turn- 
ingaround. Ifthere is something 
in your way — for example a 
building — then stop, otherwise 
vou needn't change vour light 
path. 

2) Bombs are extremely useful, 
but you rarely need more than 
four because vou can only 
release one ata time and you can 
re-equip after destroving some- 
thing by returning to the GLYV, 
3)fships are attacking you from 
a good distance, stop and pick 
them off with lasers and mis- 
giles. If surrounded, dropa bomb 
and burn away, changing view 
to shoot as many ships as possi- 
ble. They follow you anda bomb 
may well get rid of the lot of 
them. 

“Ginthe buildings (GLV for 
example) youcan abbreviatethe 
written commands by adding a 
full stop: 

5) For really high scores, don't 
dock with the GLVifyou have 85 
to B9 percent as it adds B percent 
and you will be forced to end the 
game. 

6) Don't shoot the lasers aim- 
 leêssiy: make sure that they are 
going to hit something before 
vou fire. Using this method the 
lasers won'toverheat too much. 
7) Mines are deadiy, so shoot 

| them from a good distance. They 
areoften grouped in fours inthe 
shape of a square (but not 
alwavs). 

&jWben you complete a mission 
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writh more than 90 percent, save 
the game so that you can load it 
in the next time you play 
Academy. This way you can 
save a lot of time. 


MORE ACADEMY 
TIPS 


Here are some of Russell Mul- 
es: tips for levels two and 
tareo. 


Level Two — Cipher 
Design a Skimmer with a door 
unit and mússiles. Follow one 
setoflighthouses until yousee 
the reactors, which are easier 
viewed on the scanner. 
Approach slowly, shooting 
anything that attempts to 
blast you, but take care not to 
hit the reactor or it won t allow 
you to enter. Dock with the 
reactors and get the codes. 
Return to the GVL, blasting 
the lighthouses as you go so 
you know vou ve been that 
way. Re-equip and repeat the 
procedure for the other reac- 
toórs. Once all codes have been 
extracted, retum to the GVL 
and go into the codes system, 
To begin with it's best to try 
and match one piece of code 
with every other piece until a 
match is found. Thecodes look 
like two numbers when com- 
pleted. 


At the OK Coral 

Lots of missiles and good 
shields are required for this. 
The missiles are for the 
armoured crawlers which are 
invulnerable to lasers. Gener- 
ally, using scanneís, you 
should seek out groups of 
robots and approach them 
slowly. As they attack, zap 


: | them, don't use the missiles, 


Hide and Seek 

Delay bombs are needed, but 
missiles, AAMs or good lasers 
arenot essential. However, it's 
wise to Keep a hold on some 
good shields. The suppressor 


| droid is moved by shooting at 
| it=but they're difficult tocon- 


trol. Move one over to a group 
you can enter the group with- 
out being shot. Position your- 

self so all discs are visible on 


| the central blue square of the 


scanner. 

Tum round and fire at the 
Buppressor, as you don t want 
to destroy it with discs. Keep 
firing until the discs return 
your fre, then drop the delay 
bomb and escape by Eying 
towards the suppressor — but 


| don't crash into it. If this is 


done correctly the bomb 
should destroy allthe dises but 
not the suppressor. 





| Remember — you only have 
| two suppressors so don't 
waste them. 


| Level 'Thres = Lasé 


riam 
Dead easy! Design a Battle 
Skimmer with good lasers, 
shields, missiles, scanner, 
furry dice ... No, cutthe furry 
dice. Dont charge around the 
landscape, take it easy, return- 
ing to the GVL if you're dam- 
aged. Don't launch too many 
missiles at once, as this 
increases the chances of a 
robot AMM launch. You 
should have no trouble in get- 


ting 100 percent on this one. 


Hades II 

Use the Battle Skimmer from 
Laserium, but add a jump unit 
fit hasn't already got one. Be 
careful not to destroy the jump 


| pads. 


Sands Of Time 

To destroy the reactors use 
delay bombes or fire a missile at 
very close range. Watch out for 
solar discs protecting one 
Teactor as there are no sup- 
pressors. In this mission 


| there's no real point carryving 


on after 60 percent, as the 
other missions should build up 
your score, 


Mission Hopi ais 

Similar to Cipher only with 
jump pads. À suppressor is 
required to use the frst jump 
pad, as it's surrounded by 
solar discs. Apart from thatit's 
quite easy. 


AND THE FINAL 
INSTALMENT... 


| After months of waiting it's 
| finally here, the final instal- 


mentofthe tips for the spawn 
of Tau Ceti: Academy, 
supplied by Russell Mulcahy 
from sunny Sheffield. Now, 
where did we leave off... 


LEVEL FOUR 
Ceti Revisited 


| Very like Mission Improbable 
of solar discs; close enough so | 
| Make sure you refuel at every 


except there areno solar discs, 


opertunity as there are a lot of 
jump pads. Again, quite easy. 


Out of the Frying Pan 

In this one, the Hunters attack 
in groups, so you || need mis- 
siles, good lasers and strong 
shields to survive. Ifyou take it 
slowly, it shouldn't be too 
difficult. 


Den 't Panie 

You need delay bomb to elmi- 
nate the solar discs and robot 
factories. The beacons lead to 
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the supressor 'car park' 
(watch out for mines), and the 
lighthouses lead to the discs 
and factories. Destroy the 
discs as in Hide and Seek — 
except you won t need to 
worry about destroying the 
supressors, The easlest way to 
the factories is to fly between 
them, zapping their missiles 
with AAMs. Drop a bomb in 
the centre of the group and fly 
away.Don'tuse lasers to shoot 
the missiles as you may 
destroy vour own delay bomb. 


Needie in a Haysteck 

Rather like 'softly, softly' 
except the path through the 
mines is quite tortuous. Watch 
out for fortresses and don't 
worry if you set off a mine — 
just wait a while to allow the 
shield to recharge. When (if!) 
you reach the GVL, remember 
toquitifyou haven't scored 90 
percent or more. 


Coal mine 

You need your trusty Battle 
Skimmer but this time replace 
the jump/door unit with Infra- 


red. Use the same tatics as for | 


the other shoot 'em up's and 
vou should be okay. 


Paz! 

Here you meet the rather 
interesting super missiles 
which cannot be destroyed! At 
the beginning, the best thing 
todoistorunaway-very fast, 
Keep firing with your rear las- 
ers as you do so, and when 
clear slowly return, shooting 
things as soon as they come ' 
intorange. Try and destroy the 
fortress at extreme range — 
before they fire those really 
awtul missiles. if one is fired, 
there isnothing you cando, so 
just hope your shields are 
strong enough. Quitas soonas 
vou get a decent score. 


Protector 

You'll need a high main drive 
for this. This way you Ube able 
to knock out a few trackers 
right at the beginning, before 
they escape, After that, simply 
'seek, locate and destroy' -but 
watch out for mines. 


erd 


Watch Towers are moved like | 


suppressors. You ll know 
when you've got one close 
enough to the GVL as your 
acore will increase. Don't put 
them toocloseas they may get 
in your way while docking. 
Watch out for mines. In gen- 
eral, you should treat every 
“blip'onthe scanner with cau- 
tionuntilyou cansee whatitis 
and then take appropriate 
action. 


Phew! That's the lot for 
Academy! Can there be any- 
thing leftofthe game to play, 
Iwonder? 








| 
Re 
| 


E penis 


PET O DS PA A O da, 





i a nei n o. A rol! pó e 
Last month I printed Adam 
lo ms Ur = po RR 
Thompson's tips for the fir: 
7 Fr ” mr F = 
part of Future knight. Now 
ER 
a game, there are more tips, 
É 


mt just to set the scene, I'll 


First you need the Safe Pass. 
go left, then up, left again, 
then right and grab the Safe 
Pass. Go back right. Go down, 
kill the Large Robot and go 
through the exit. Now vou 
have to locate the Securo-Key, 
the Platform Key and the Exit 
Pass. Go left, then through the 
second opening on the right. 
Kill the Robot and go vp, left, 
up and through the exit. Go 
left through four rooms, and 
through a secret door on the 
left. Go through two more 
rooms to the left, and through 
the exit. 

Go night through five rooms, 
get the Securo-Key, leaving 
the Safe Pass behind, Retrace 
| your steps to the exit and go 
| through. Go left, then down 





q TE 
' ra 
a - SA 
ne) 
| . 
L) 


second lool ot 





» Onthe 





The final part of the solution 


| Gothrough to section nine ana 
| collect the Bridge Spell, 
through to section ten and use 
the Bridge Spell at the begin- 





uture Knight 


FOREST AND DUNGEON SOLUTION 








of Gremlin's heroic platform | 


| finished. 
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through three rooms and you 
should be presented with the 
message; “This exit is locked, 
fool! Use the Securo-Key and 
go back to get the Safe Pass, 
then back through the exit. Go 
right, get the Platform Key, go 
back left, and through the exit 
opened with the Becuro-Key. 

Go down six rooms and 
through the exit. Go down a 
further six rooms and use the 
Platform Key - a Platform 
should appear. Go down, get 
the Exit Pass, then retrace 
your steps to the exit. Go 
through and up six rooms to 
the exit. 

Go through, go right, and 
through the exit. Go clean 
through six rooms and another || 
exit. Go down, night, down, kill | 
the Large Robot, go left, and || 
through the exit. Go left, right, 
down two rooms, left and walk 
into the exit — but remember to 
use the Exit pass. Walk out of 
the exit, then back in, and you 
ao be on the planet's sur- 

Ace. 
































mning. Through to section 11 
and through the exit at the top 
of section 12. Now in section | 
13 collect and use the Glove 
and go through to section 14 
into 15. Go to the bottom of | 
section 12 and make your way 
back to section ten and collect 
the Release Spell. Go right 
through to section 20 until vou 
reach the bars that blow up 
the Henchodroid. Use the 
Release and go through to the 
last screen and walk through 
the Princess and the game is 






















































ras SEN ITNIFETIDDTIDO EEE 








Ra que re a — 
ab Emi, RE + PEA 
JEI 


STE > 4 - 


1a 


E] 


ess = 


pesa 
[EPE as | 
= : 


E a 
E 


ar 


CRASH Playing Tips Supplement May 1987 63 





ones RINS ponte 
DON'T GET SHORT CIRCUITED 


| Well, actually it probably won't matter that much, It's a solu- B6 Lise kay: Drop key in Sofa: Search Drawer: Get Grey passcard 
| tion to Ocean's Short Circuit, andalthoughit's reviowedinthis | AS Search Sofa; Get Red and Pink passcards: Use Grey 
issue, the game has been on thestreets for sometime (itcame | A? Lise Red (twice) 
in too late to be reviewed in last month's CRASH), The solution | AS Use Red (twice) | 
and map come from those Industrious Hackers from Haxby,but | AfO Lise Grey (twice). Drop Grey and Red in Sofa 
thanks as well to Karl Fudge and lan O'Connor, who also ré irreal EO Mo Disicia Tafminal 
supplied a solution and map, which were very useful, Search Drawer: Get Laser and Hardware: Avoid Robots (FT, E7, 
ES, E10) operating at one minute intervals 
E1 Start Drop Laser and Hardware in Sofa 
E2 Link Select Search, Use, Read: Search Drawer: Get Blue pass- search terminal: Get Disk 
card | 49 Use Disk: Set Service Time (about 3 minutes ahead of the pre- 
B1 Use Blue (twice — both sides) sent time): Drop Disk in Drawer 
Link: Select Look, Break, Drop | ogarch Sofa: Get Laser and Hardware 
Drop Blue in sofa k Wait for Service Time 
Search Desk: Get file key Follow Robot through the Door 
Use Key: Drop key in Sofa: Search file: Get Pink passcard Drop Laser and Hardware in Sofa 
Search Desk: Get Red passcard Search terminal: Get Drawer key 
Use Pink (once) Use key: Drop key in Sofa: Search Drawer: Get Gold passcard: 
Use Red (once) Use Gold (twice) 
Use Pink (once) 8 Drop Gold in Terminal 
Drop Pink and Red in Sofa Use Pink (once): ALARM! Drop Pink 
Search Robot: Get Laser Software: Search Box: Get Jump 8 Search Workbench: Get White passcard 
Hardware | 9 Get Laser and Jump Hardware 
Drop Laser and Hardware in Drawer | Drop Laser and Hardware: RIGHT! (E31? 
search Drawer: Get Drawer key: Search Terminal: Get Lit 3 Now to get the Laser Circuit 
Cigarette Search Drawer: Get Disk: Use Disk: Set Time: Drop Disk in 
Use Drawer key Drawer 
Search Workbench: Get Monkey Wrench Wait for Service Time 
Break Sink: Use Wrench: Drop Wrench in sink | Follow Service Robot 
Search Drawer: Get White passcard ? Search Table: Get Laser Software and Jump Hardware — also 
Use Cigarette: FIRE! Drop Cigarette in Sofa | carrying the Laser Circuit 
Use White (once): Go right | Exit! 


BPPPSO SE ORENMOBTAE 


e ] 
A Trad 
, y 
,. 
eh 
E | 
] 
+ 


Dis ier + WATT 


r “e 
ape 4 Ê 
= Ri ,* e as 
ES AM 





Mode: E7 & E10 
| Hina e: E7 or EB or ED or E7 


TITLE 


SCUBA DIVE 

HORACE GOES SKIING 
MANIC MINER 
HUNCH BACK 

AH DIDDUMS 
PROJECT FUTURE 
PSYTRON 

PSYTRON 

PSYTRON 


KOKOTONI WILF 
MOON ALERT 
Zz00M 
FREEZE BEEZ 
FRANK N STEIN 


WILD WEST HERO 


MONTY MOLE 
MONTY MOLE 
ESKIMO EDDIE 


KOSMIC KANGA 
ANDROID 
MUTANT MONTY 
ZAXHKON 
GILLIGANS GOL: 


JACK/BEANSTALK 
DEFENDA 
DEFENDA 
aire OF THINGS 























POKE 


55711,255 
29270,0 
35136, O 
2688B,0 
24942,255 
27662,0 
28625,0 
26143,255 
26144,0 
44685,0 
25776,0 
53753,0 
42214,255 
42404,255 


24743,0 


34610,0 
28277,100 
23821,30 
35874,255 
38004,0 
24686,24 
24687,76 
56693,0 
36212,0 
52250,34 


64933,0 


33420,0 
48825,250 
52881,0 
34252,0 
34025,0 
34202,200 
43012,0 
56110,0 
37531,0 
34163,0 
32717,0 
49287,0 
28592,0 
35852,0 
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RESULT 


255 Lives 

No Traffic 
Infinite Lives 
Infinite Lives 

255 Lives á 
Removes aliens 
Endless Fuel 
Endless Oxygen 
Endless Oxygen 
Endless Energy 
infânite lives 
Infinite lives 

255 lives 

100 lives 

Infinite hves 
Infinite Lives 
100 lives. 

30 lives 

Fall without dying 
Inânite lives 
Infinite Lives 
Infinite lives 
Infinite lives 
Infinite lives 
Infinite lives 

256 lives 

Infinite lives 

255 lives 

Infinite lives 
Infinite lives 
Infinite lives 

No Sidhe 

Infinite lives 
Infinite lives 
Infinite Lives 
Infinite smart bombs 
Infinite energy 
Infinite Pud Puds 
Increased fire power 
Infinite lives . 


— e, z 
































224507] SECRET PASSAGE 
| WAYS THROUGH MIRRORS || 
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Looking through Hannah's old mail sack, andthrough some of 
the letters I've already received, there seems to be à growing 
demand from newer readers for cheats, tips and POKEs for 





| out of the cupboard, dusted them off, and here they are... 









REM DEATHCHASE 
| REM TIM BE. e 
REM CRASH MAY 1 | 
10  FORG=32740TO 3275B:READ A:POKE nel 


e, GA:NEXT G 











| - el. 
é | | AR 32740 
RANDOMIZE US 
y o) DATA 62,255,55,17,72,63 º 
e, DATA 221 33,0,64, 205, 86 ? 


DATA 5.62,0,50,95,103,201 e, 





ad ds 


WIMPY 'Nº EG 


| Two quick classics from P 
Clough who lives in Durham. 





through Chuckie Egg's sec- 
urity code. Before loading 








ia Ocean's Mr | enter the following: 

mpy ... PP | 
Enter these POKREs before pram “: POKE 24501,195: 
the RANDOMIZE USR atate- 

ment in the loader. The first then begin loading... 
misses out the initial screen, | When the OK message 


and the second provides Mr 
Wimpy with infinite lives. 

| POKE 33501,0 

POKE 336930,0 


appears enter: 
PORE 42873,0: RANDOMIZE 
USR 42000 


an endless supply of lives 
should, fingers crossed, now 
| be yours. 
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Secondly, P has discovered a 
simple way of getting 


| older games, Never one to hold back on history, I've got some | 


já 191 so LET A=A"16+CODE AS(G+ 1)-48-[7 P 


ER º: AND CODE AS(G+ 1)>64 e 
|9! 60  POKEPALETT=T+ALET 9 
Nº: P=P+1:NEXT G:NEXT F 
le! 0  IFT<>13277 THENPRINTCERRORIN 19] 
à a DATA": BEEP 1,0:STOP e 
175  POKEP,201 E T 
e! 80  PRINTHOATOS3:STARTI,OFTHE (o 
o! MASK TAPE”;AT 15,0 (o 
le! 90 —RANDOMIZE USR 38100 0 
6/500 DATA “312896DD21359611” o 
6/510 DATA “9001AFD6F90SF3DS"" o 
|0/520 DATA “CD6COSCI30ED772S ba 
530 DATA “CB7C28FA21359616" o 
191540 DATA “ASCD3B95AF327C97" del 
“550 DATA “3EC3327596CD5896" (o 
|º/560 DATA AF327596DD218093" o 
19,570 DATA“118238CD3D9721CB" | 
eisgo DATA "5C01C83216B1CD38” º 
e:590 DATA “9532B5E13203E432" o 
e'600 DATA “20843EC932B08231 (o 
e:610  DATA“E8742A3D5C36D0S2 e 
; DATA “365CFBC97EED677E” e 














Yes, siree! POKEs for Electric 
Drearns' second release ever, 
They come courtesy of Paul 
Stevenson from Roundhay, 


well enough. Only problem is 
that the game is so W-E-I-R-D 
that no-one can remember 
how to play it! 







REM |, OF THE MASK ;º 








lei 6 REMBY PAULSTEVENSON e 
le! 7  REMCRASHMAY 1987 10 
o CET TO OLETP 38100 . 

L =U. — | | 

o a FORF=1 TO 14:READAS:FORG=1TO | 

140  LETA= CODE AS CODE ASG)-48-(7 ie | 

; AND CODE AS(G)> 64) o 



















































DATA “ AA77230878B120F4" 

















AS <TIdddwW 


“+HHoOr SITNIA CNS 


INTO THE 

EAGLE'S NEST 

These following tips from Rajvinder 
Johal, who lives in Derby, neatly actom- 
pany our map of Into the Eagle's Nest 


E Don't pick vp ammunition if your gua 
is fuli- it's a waste. 

E Ifyouare healthy, but have tenhitsor 
below, take the food instead ofa Red 





pda pi SHOOT 


TS E pmmos 


El Go6P' FOR MOMO, GUN EEE vespeNpeR tan das 
Dm KEY 
m ARSrAM-REpuGeS AS TO e Eva ga 
O Feap-RQuUoS HS MIO TolLéTS 

ET Detonsrae SHOT 
+ voçe - WE E NG 


À preto fd 


ee parcel E should only be 
used when seriously injured. 

Never shoot more times than you 
need to. Blazing away in all directions 
may lead tó detonating some explo- 
sives. 

To: complete the game and blow up 
the castle, set the detonators on all 


eight floors and return to the place 


where you started, 
To rescue the captives ensure the 


game is on leveltwo, three or fourand 


ne: Ee di 


Pr A, PE 


Nº 
i 


SESES 
tes 
(55) 


Ea 
1] 





goup through the levels until you find 
one. He looks similar to you but 
doesn't possess a gun. When a cap- 
tive 15 found retum him to the start 


position on thé ground floor and go 


for the others. 

H one of the rescued captives blocks. 
vou into a corner shoot at him and he 
should move. 

Use barreis and other objects for 
cover when attacking the enemy. 
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The do 0 Fê Bagdad 
i- MA 





ei. 





SCEPTRE OF BAGDAD HINTS 

MEDUSA: Carry the Mirror Purse 

DESERT: Carry the Coconut CYCLOPS: Carry the Shar- 
COCONUT; Carry the pered Trunk 

Loaded Slir TRUNK: Sharpen with Axe 
PEARL: Carry the Trident SPIDER: Ca ER re ul Insect Net 
SLING: Load with the Pearl DRA jaca 


STATUE: Walk with ring 
PILE OF ROPE: Carry the 
Flute 

BEE: Catch with Insect Net, 
WARDROBE: Carry with 


DESERT WELL: Carry the 
Fish Helmet 

TRAP DOOR: Carry the Fire 
STÔNE DOOR: Carry the 
Book 

PURSE: Fillwith Pile of Coins 
WIZARDS SMOKE: Carry 

| the Whisk (Fan) 


BULL: Carry the Whip 
SHOPS: Carry the Filled 


sda Pode with Emater One 
des COALS: Carry the Slip- 


SWORD: Cut Spider's 
BOW. String with Spider's 
Thread 


ereção Needed to Load 
OW 

LADY: Carry the Miner's Hat 
SPRING BOARD: Carry 
Loaded Bow and Lamp 


The Maghc Lamp will help you 
you it with the hanky. 
Takenoto! the handy crvptic 
clues:. 








E TR POE SPT] E TEE SE STR Tr PR e e PSL SPECIES 2 a TE ço ds om PAC, 
dote aard Pinga ide og ad Ea ER te paços Es [me ' 
rd, k . 


E: re 


EM | 


AA9, 178: -POKE 65450,1º epa 
CORN BBABBTO 65494:READ A: POKE P pe BENO 
N,A:NEXT N | | 
RANDMIZE USR 65 e 


| 224 
%avina Tips St jord 3.202,201 Fail 
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mM 
E 


N 


he 





[5 


CO Rir 


=: JE E 


o DS 
ia EO 


pi 


E ass EEE ai [ES] rsss 


AS - THE FEATHER 

AS -— THE WINGS 

A10 — THE INSECT NET 
A11 — THE FIRE RING 
A13 - THE PURSE EMPTY 
A 16 — THE SLING 

Bi - THE TRUNK BLUNT 
B3 - THE QUIVER 

B4 - THE HOUR GLASS 
B5 - THE COCONUT 

B6 - THE BOW UNSTRUNG 
B8 - THE KEYS 

B11 - THE TRIDENT 

B12 - THE SWORD 

B13 - THE FLUTE 

B14 = THE WHIP 


FOOTBALL FORTUNES 


Not so much a tip, more a way of saving from Javid Karim of | 


Rovyston, Herts. When you have decided to finish the game 


| retumtothenormalmenu screen. press breakand type SAVE 


“FILENAME"” and save it to a blank tape. Remember to make 
a note of of all the players men, money and immunity cards. 
The next time you wish to play, simply load in the saved 


version and type GOTO 60. The program then begins from 


where it left off. 





fas, + 
Te DO O 
[ema caiErcecesun H 
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n o! e 
Mia rrereeeecricel ad E Er 
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CiB - THE WHOLE AXLE 
C2 - THE MIRROR D6 - THE SCEPTRE 

C3 - THE PEARL Dil - THE ARMOUR 

Cá -THE BAD AXLE Diz - THE CARPET 

C5 —- THE FISH HELMET D16 — THE SLIPPERS 
C13 - THE ALI-BABA BOOK D17 - THE AXE 


B15 - THE LAMP 





'STARGLIDER | 


| Both Matthew Bauer from hitworth nd Robert 
| Gabriel from Devon both sent in this tip - on the same day. 


2 rd told: mea: few days hefor - . NE rei 


apuisspiriro . Rad dae Pe | 
1 takes prados the next level, 
3 takes you out of indestractible dr 
4 provides you with two missiles. 











Em 


DEM | 
mé TO BEsEMBLE YOUR, 3D-MAe: 


: E x ” ; A E dr nf A dy, ' Ô 
O Mia) A (D REMOVE PAGES ANP GLUE 
287/7/7 "MA/ TO R SWEET OF THIN CARD 


UV, 


tm 


G&) CUT OUT THE Six SHAPES 
E CUT OUT INSIPES OF Doors 


GD FoLP AS SHOWNON RIGHT 
AND GLUE 











li you ve been experiencing problems with Software Projects' 
follow up to Dragon's Lair then try this simple little tip from Mr 
Software Projects himself, Paul Patterson. 
| Just load up the game, and before pressing the Space key to 
| start, hold down the OW ,E,R,T keys — and before you can say 
voltware Projects are the best of the lot' you'll be graced with 
infinite lives. Was that plug okay Paul? 





Regular CRASH hacker, Phil Churchyard, has been at it again 
and provides an 'interesting' hack for the original Dragon's Lair 
game. It completes the first screen for vou and makes others 
easy — it does a lot more besides, but you'll just have to use it to 
find out exactly what. 





aa e CHEAT 
REM DRAGON'S LAIR CHEAT 
REM BY PHIL CHURCHYARD 
REM CRASH MAY 1987 


Le EAS Yo 
FOR |=1 TO 9: POKE 32767 +LAS | a 


LOAD TER 





And irom Ashley Harrison, Mansfield, comes a quick tipette, 
On the first disk, when the wind blows, press all four direo- 
tional keys at once and Dirk should move the right way writh- 
out falling off. 





HIGH PAPPRD erororara 


THRUST II 


There's a rather helpful bug 
mn Firebird's Thrust J as dis- 
covered by Pisrra Scotney 
from Bristol - a city near 
France, judging by his christ- 
jan name ,.. 

When you've collected an 
orb from the surface of the 
planet, fly back to the empty | 
pylon and press the pick up | 
key. You should now have | 
another orb! Deposit it and 
you finish the game in next 
to no time. 


e = 
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76 CRASHPlayingTips Supplement May 1987 





CRASH Playing Tips Supplement May 1987 77 





sa 


CO BED dd] 








“don North from Sutton in Sur- 


rey, is becoming quite a regu- 
lar tipster, and looks like 
being a serious foe for the 
Hackers from Haxby. This 








RANDOMI 


Now, I'm only printing this as 
I trust Jon North implicitly. 
Someone, who shall remain 
nameless, nicked the library 
copy of Shockway Rider, so 1 
wasn'table to test it out. Now 
vou wouldn't lat me down, 
would you Jon? So, crogs your 
fingers and hope itworks ... 





REM 








REM CRAS 























REM SIGMA SEVEN 
REM BY JON NORTH 
REM CRASH MAY 1987 | 
CLEAR 25067: POKE 23624,0 
LOAD '"" SCREENS 
LOAD “"" CODE 
99,0 

st MIZE USA 61385 


SHOCKWAY RE 
Y JON NORT 
riapõa CH MAY 1987 
CLEAR 24799: 
FOR F=60408 TO 60412 - 
READ A: POKE FA: NEXT 
RANDOMIZE USAR BE4 
DATA 62,18 





LOAD “”' CODE 


3 50,139,180 
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month he's sent in four 
routines and this one pro- 
vides any Sigma Seven 
player with infinite lives. 





| returns with a neat POKE 


| later now that Jon North has 


Yep, guess who? Jon North | 
routine that allows access to 
any ship without collecting 





as well! 


REM TRAP 

REM BY JON NORTH 
REM CRASH MAY 1987 
CLEAR 65530 
LOAD ''" SCREENS 





RANDOMIZE 








This cheap release from 
Players has kept everyone in 
the office into the early hours 
battling with its puzzles. No 
doubt we'll be staying even 


sentus his routine for infinite 
lives. But we still don't know 


how to get past that damned 
Gorgon. 


REM BY JON NORTH 
CRASH MAY 1987 


LOAD “*” SCREENS 

LOAD “” Gun 
POKE 59858, 

129 RANDOMIZE 58002 


the necessary orbs. And yes, 
"there's even more, you get 
infinite lives into the bargain 

























e130 | 
6/40 LOAD"" SCREENS 
e'50 LOAD'” CODE 
0160 POKE271 apa 
| KE 39558, RO 
AR USR 38700 | 


REM SCEPTRE OF BAGDAD 


CLEAR 24063: POKE 236240 10 











-»  SPINPLE 
MM DEBLUGGER 
Pis COMPLETO POINT 





Tips from Paul Gilliland ... 


Hanybody actually wants to | | 


complete Breakthru, all you 


have to do is keep your hand 
on the the SPACE key allthe 
while, and vou can jump 
throughout the whole game 
- that's dt! 




















: OE TR La 
E gd dl 


NEMESIS POKES 


And yet more from the Industnous Hackers from Haxby -indus 
trious indeed! This one gives your ship invulnerability and 
infinite lives And by the wav, Derrick. 1 wall try and sort out 


| that screen dump lor you 


A A 






THE GREAT GOLDEN 
OLDIE COLLECTION 
THE SMASHING ULTIMATE COLLECTION! 












Although the latest release from Ultimate, Martianoids, has 
not been met with the usual resounding acclaim, there's no 
way ofescaping the fact that Ultimate are a firm legend inthe 
software world. So here, as a tribute, isthe complete collection 
of hack routines that enabling you to get further into — and 
complete, almost every Ultimate game. 
But enough ofthis merry banter andon withthecredits-our || 






e! 410 CLEAR 24319 Lo 







thanks to... | 20 LOAD” SCREENS 1 
Paul Hutchinson for his infinite lives routine on Lunar Jet- ne | LOAD" CODE e 
man, his infinite lives and energy for Atic Atac, for infinite 8, 30 







| 40 POKE28695,62 o 


lives on Tranz-Am, for his Jet Pac POKE and (a marvel this 
kid!) his Cookie routine. 

Then there'sk R Walker for his Alien 8 routine and Robert 
Gabriel for his super Pentagram infinite lives and mega-leap 











8; POKE 28698,0 te | 

routine, º a LOAD “" CODE a 
e LOAD "”! CODE l 

0: 400 LOAD: CODE bd 

ie R 23424 | 





e 


PRINT US 






R24575 : 
SAPER a-INK 0:BORDER 0:CLS 











PRINT AT 6,0:LOAD CODE 
NEXT 


| CLEAR 24575 | ] 











L 
POKE 23439,201 ah SO LOAD" "CODE re 
40 

POKE 36965,0 pe POKE 25015,62 o] 

| USR 32768 | |[9; 50  PokE250; 85. e 

E Pio POKE2507O o 

ars Ep 25018,0 le 

te di Fã CÓD | 
- Bi so LOAg o CODE o 
100 LOAD “" C he 












PRINT USR 24576 






| | | a DIS ESESS me a 
sie (orou 
| a 4) eh Lado CODE "LOAD PE: CODE:LOAD 
E & º| dO POKE 36519,0 
[9,40  POKE353530 
= ]9150  POKE 3909299 
[0:80 PRINTUSA 23424 















pBPE 
i o! tt; ROM a STA e! 
- ah [1] N=1 T UM DE n 
| 40 INT AT 19,0:L0AD "CO! e 


NEXT N e 
o! do POKE 52600.240 a 




































| vm] ; Bol ZA 19 | 
LOAD | 701, 
POKE 25446, o! ! O pOKE 59731,240 lol 
| ár POKE 5273217 “4º 
E «m CODE ão poRESSIS3A e 
70 1 usa 23424 nº PRINT USR 2342 | 
: 80 PRINT USR 1140 
LA E qe q e o 
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: USE 1: | | SMA 
d296 | ATA 255,55,221.33,0 
SAIO DATA 255,55,20 oa 
RR = e 1120 DATA 96,17,0,136.205 
OKES ei1130 DATA B6,5,205, 155, no 
REM NIGHTSHADE É di 440 DATA 622555500 
à GS e! 1150 DATA BA a 
leijo RESTORE o! 1160 DATA 205,86,5.85. 95 
| TO DATAOI34, 16991 


' | = 
le!) LETTOT=0 | 
EE ER rara o! 420 DATA 1289135 
doido READA e 
a 50 LET TOT=TOT+HÃ 
2160 POKELA 












15 ! 

7 NEXT 7 E | 

“co IF TOT<>12907 MEN did PS os 

0 “ERROR IN DATAS: :B = e! 14240 CR aa O 017 
E 011250 DA DE Dc Rd e 
: 86,5,201 
















6112600 DATADO as 
ASSES 


ANNE N 










































gu | cen e!jo10  DATA205,1 03,254,205,120 
j | ã E Em à 
REM KNIGHT LORE POKES bd bd NET. CAN YOU BE KILLED (77 e! Ota DATA 05051 .6.100 
CLEAR 65599 e hd: ça 500:PRINT D(v/| 611013 DATA 118,16,259,205,100 
RESTORE (9 fo; 200 PRINT$I; ENPOKE 6s10 dr | 011014 DATA 254 205,129,254,175 
LETTÕE=0 ºje! KNIGHT OS “START 58 | 6/1015 DATA 50,30,196,175,50 
FORI=65024 1065110 | Ar PEEK 9/0; 210 RAN tia TAPE» e! 1016 DATA 63,209,175,50,161 
READ A:LET TOT=TOT+A+ Mo! 500 IFINKEY IZE USR 65024 6! 1017 DATA 195,50,162,195,90 
(1-65024) ido! 510 POKE Doe" "THEN dor 611018 DATA 163,195,195,0,97 
PORIA fe k$<= 05008,8: LET K$= ue ça 914019 DATA6,0,167,205,257 
4 | lo GOT cs Kg NKEYS:IF | 211020 DATA 5,208,201,6,29 
apra DATA!" BEEP | e! 020 RETURN O NºTHEN  |9!4021 DATA 118,16,253,243,205 
FLASH 1;“ ERROR IN DATAS 16/1000 DATA 330 9/1022 DATA 95,254,120,254,40 
10:80 = INTOWOLF (Y/ é Bia DATA 90 1/0017] 0! 1023 DATA 56,248,1,188,2 
PRINT “CHANGE INTO 1 Sei Ae 1002 - DATA 237 0,162,117 81 1024 DATA 11,120,177,92,251 
N2";:GOSUB SOON Go GET | 61 003 DATA QI, 221,33,0 e! 1025 DATA 205,95,254,201,54 
=“Nº THEN PRINT Eiras rem DATA 255 13,4,6 | 6! 1026 DATA 1,205,95,254,205 
INFINITE TIME! ”-GO — [911005 Dara 48 350 .05:86,5 e! 1027 DATA 95,254,208,120,254 
POKE 65107,58: POKE 55110,58: o! 1006 ATA 10:229,6,200, 11 8 e! 1028 DATA 13,203,22 48,242 
POKE 65113.58 e! 167 DATA 265 23:205,109,254 e: 1029 DATA 126,47,119,35,27 
PRINT INFINITE TIME (O e e; 1008 DATAS 18,100,118,16 e! 1030 DATA 122,179,32,291,201 
N)7"::GOSUB 500:PRINT KS$F K$ [611009 DATA 49255,255 29 "g9g9 STOP 
>" Nº THEN POKE 65099,58 4 AO,64,17099 "8 (º t= 






ET e Sa 


E e ip o 
ma e e a 








| = 
| e! 65 POKES a | 
I PUKE 59975 — o 
7 ; À 
o (0 PRINT DRE USA 64532 x | 
R Jia, TA, TI Ends ] 
º, - a RESTORE:FOR Z=1 TO T -OAD ne 
[Sa E LET g=S+N: NEXT 2: IF o | o 6 | 
dá se =9205 THEN PRINT ie 43,245,58,173,96 254 º| 
e is i 91,50,173 gi 7 ed3,32 11 6 a 
|º! »0 CLEAR 64500: RESTORE e 4241,255,251,237,77 Pera ie 
| o do FORZ=64507 TO 6455. | io 65 850,253,229,209, 19,1 19,62.251,1, 10 
| le! o READ N:POKE ZNINEXO - 1e DAçS 297,7 1,287,94,257 2 37,176, 16) o 
No: o Fonz=23200 1028815 io! epa peido dê 16 | 
|º! 60 READ N:POKE Z,N:NEXT 2 Elo 116 a 2 14,243,195 166,243,6 io 
o! SST See, 144195242 109. O De 
: i E E - 18, 
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DATA 17,1,64, 1.255. 


DATA 26,117,237,176,205 
DATA 117,250,205,117,250 
o aa PES 

= "CLEAR 65535 do! DATA 94,205,117,250,205 tio | 

ate RESTORE el! Sos DATA 60,250,205,117,250 |0, 1032 DAT | 

o 2 Ra tolo) 1009 DATA 33,72.250,34 169 Er A 65,78,68,217,77 

| 90  LETTOT=0 IC! 1010 io º, 1033 DATA6S, | 

*. jo FORI-=640001064208 | elo! pN91205,117,250,205 [011034 DATA ES 0676,76,79 

ad ssa READ a:LET tot=tot+ra-+a”PEEKO- ie o! : my ; Carro O 95.128,91 o; 1035 saiba USO T 68,78 

MH | [+ 2,201,50,2 | a ; | pb Et, 2 205,6 | 

é 64000) 19/91 1013 DATA 33. 175,201 84 6” 6/1036 DATA 698269503 66 

q 60 FONEIA 0/91 1014 DATAIBB 20142 12099 | 9! 1087 a 

| mi FRiS & ta LEE - 4. Ea ia eres, a 

le! fFiot<>4242031 THENPRINTFLASH 198, 1015 DATA 229,33,148,250.17 | 9! Joao 
4. “ERROR IN DATAl"IBEEP O Pt: sd DATA 166,180,1,1460 | 914040 DATA 850 0187,65,89 
E TGSTÕE oro moment! ESTO ONTASS Tiso | 10 DATA age 

BINT “Do vou want any ri A de,135,0,94,291 Pisn | Da 03,200,83 N 

e; 100 PRINT Do you ) e; 1019 DATA 33,0,91,17 1777 e! is DATA 77,65,83,72,69 a 






















is ms ee — Rar 


o o ma mm 
RE er e da f [e 





z 
Es 
E 
8 
E 
a 
E 


"(GOSUB 500: PRINT k$: IF PE A 
o! Nj?";GOSU 1/6) 1020 DATA 0,175,55,205,86 6! 1044 DATA 210,84,72,197,75 


ty" THEN POKE 64062,58 ira | - É. 
e CRINT “Easior fast draw (1 O! e DATA S,221,23,0,97 9, 1045 DATA En deençha n 
ê N)?"-:GOSUB 500:PRINT K$: 8 DATA 0283922058  Tel1048 DATA DOE TOR OS IN 
:206,79,76,201 q 


| Ea: 
o pode OKE 6406833 611023 DATAB,201,221 35 995 N 
e MN THEN POR ; H [o ' , pi 33,232 | RI ? 
1490 SRINT AT 0,6: Start Gunfright Tape erica DATAZOS 17170175 Sin ARE 10:82,89,217,87 Ne 
º! 500 — RANDOMIZE USR 64000 - 61 1026 DATA 55,205,86,5.48 6/1049 DATA 3,76,196,87,69 y 
[9 dO  IFINKEYS<>""THENGOTOSOO lg o DATA Seoi22 1. 42,245, 258 e/ 1050 DATA Ee | 
SO vs: IF K$<> “Nº AND [6 1028 DATA 62,258, 1925355 [8/1051 DATA 73,75,197.807 | | 
050 E GoTOS20 |9:1029 DATA 48240201 6685 ei jose DATA 73204,76/79,79 | 
= Si pi e,1030 DATA7070,6576,207 [911053 DATA 7869217746 ) 
e: 1000 DATA 33,182,92,1,58 ai, td send 2/1055 ficas 77.85,206,90 
| | 
| 
| 







eira TA 0,205,232,25,205 7/1056 DATA po 7a co 0209 
e, 1001 DATA 0,2052006 NS 011056 DATA 86,73,69,87 66 

o! 1002 DATA G4,250,330.,64 6/1057 DATA210,77 2106779 
O ndo 1058 DATA 87,66,79,217 | 





atos E Las à : 
is doa Me o a 





= mt ta ct Ma a 
ie A Sm 1 
. - cia º 


a e, 

















FOR N=30000 TO 30028 io RR | O é | Cpo 

EAD APOKE NANEXTN o ) IS. LOAD “»enre so 

NT “START RECORDING AND [ |%!, 24576 “ODERANDOMIE Usp 

age do A PP Jeião  (otERo Print e 
E ke - =""THEN GOTO 40 - | i LOAD sa jo, 

IF ae bagaço ESA | ES: | CODE: 

221,33,60,1 1H 7,0,175,205,194,4, he | 

9 A O bota! 
TA Ms sm 

085 76.73,69,78,32,32,32,32,32,141,5, (0 [a | 

R 1 | re po | 
8,1 28,96,4 & t Ê | y 


AT 19,0; 


Reale de E ee SS 
| Di e - 2 . 
Es 


o di 
be Le 
Ê 


Fu! ==) 


REM PENTAGRA) 
CLEAR Bona OM 
E o CODE: í AD TREE 
ORE 49917,0:POKE 
USR 24064 | 


Pon Ser) e SS E e e! à 
= 


sro 





told] 


ie lh ' 
Midi e do 
Pala 


iii ir | ii | 
[Tr Em RELA ineihjo 4 E il 


e LA LA 


à PR am 


tail, Tê Hp ME | 


ida on 


0 
[ di 
1 
| | 
MN | 
Ph ; | 
E: 
Mitre 
[ir H il 
| 
r 
1 






REM DAN DAR | 
BY THE PAN E 































"Imagine were not too happy | 
COLE) with our review of their Teito 
E = 
LET WEIGHT="1  marks are persona 
LET TOT=0 | pio roda not the law. “Any- | 
READ A: LETTO A TES way, unlike some of our | 
LET WEIG a lo | reviewers, I liked it. And so | 
50 PO HT=WEIGHT+1 do | did Caleb from Cherry Hinton | 
[155 KE LA if | er teto? Boswe pd wo 
DO ENTAIAT O, 8;:sTART DAN DA EJA. E x NE = = RE RR 
| sc Cata RE When a high score has been 
achieved type PBRAIN and | 
| CE RS ENT 2 Seo Eds — = -— — then start the game as usual. | 
eTTÃA polo sra ii ES ID Tas - ei rey Rique fed 
BKANGIA | | a appear. If Space is presse 
| rd Ei E |?! 120 RANDMOIZE USR 50000 a a RUE coeRA che 
ORE €,14000 DATA 62,255,55,221,33 | game starts on the screen on | 
Fo: [911010 DATA 203,92,17,234,6 16) which Roe e dino 
| Now, you couldn't leave the 8/1020 DATA 205,86,5,48,241 | º | isn't | 
ever so industrious Hackers | 1030 DATA 243,237,94,33,124 
ap dp dd 6/1040 DATA 195 229,33,163,98 
Pao nora ap Qua PE 6: 1050 DATA 229,51,51,17,163 
|| what E asked for last month - 0! 1060 DATA 252,1,12,3,33 
| aninfinitebats routine ces e: 1070 DATA 253,94,62,202,237 
can play bappily through ll e 1080 DATA 79,195,163,98,39 
eo without acerein e! 1090 DATA 150,195,229,33,199 
inda 6/1100 DATA 252,229,51,51,17 
names for sometime, the Hac- o 1110 DATA 209,252,33,209,252 
| kers from Haxby are C Smith, e! 1120 DATA 1,222,2,62,224 
Jason Bean and Derrick Austin 44930 DATA 237,79,195,199,252 
| || (Derriçk as in the things they 91,140 DATA 33,209,252,17,193 
qua atauaa ao). 9/4150 DATA 138,1,92,0,237 


= = 1/4160 DATA 176,33,212,138,34 
= ces 9! 1170 DATA217,138,94,221,198 
| REM ARKANO HAXBY [811180 DATA 33,202,158,54,6: 

tg O NAO eco FROM 18! 1190 DATA 138,33,299,138,34 
Po 55 CRASH MAY 1987 e: 1200 DATA 249,138,62,195,50 


9! 30 AR 66535 6/1210 DATA 13,139,33,196,195 
o 4) CLEAR 





pts e: 1220 DATA 34,14,139,195,193 E | 
| o! 80 FOR F=5 50000 TO TOT+WA o! 1240 DATA 192,255,1,22,0 e end Con Ger rio E 
| 7  READALEI TOT= 0! 1250 DATA 297 176,243,49,255 ia ion South to da Coo 
H ao POKEF, LET W=W+ o: 1260 DATA 255,62,195,50,96— Pe rom or 
NEXT É PRINT [1270 DATA 255,33,192,255,2 - POKE 38702 0 
o 100 IF TOT o EEP 14 STOP [511280 DATA RS fora de o 
“ERROR il SANOID | | 1290 DA É ' A E La 
“: Sia PRINT & 1:AT 1,6; START AR lo 1300 DATA 34,171,191,50,178 bd Tips Supplement May 1987 83 
= OA A 131.195,105,25 


a — 


is ma E ho 












de uma 


rex power shells 
< onetwau R2 love heart 
<> two way À ammuúnition 


a ema piece Es R 
ERES A | Em] o Im] ER 


climas ninho dE tá 
Ô ADIA LILES 





q” 
a! 
= Ra. 





| BUTCH HARD GUY HACK 


| | key, you can progress onto 5 SE sa eg 
é rocantly, Ihaven't | any level desired. Okay, okay, 80 Jack may be a | now, courtesy of Jon North — 


| pé | en ta If you're interested and rhero = but for 

"actual running of them. So,1 | you know that it' superhero - but for some the super hacker from Sutton 
turnedtothe hardestguy | nature ts not in my people that just isn't enough. | in | ind 
knownto man-Dave e to gossip, Dave is bet- They want infnite lives too! entd assi 


Thompson, the Butch Hard rothed to our very own Aunt reason all of Jon's routines 








Aggie, and would Pp | seem to have an averaion to 
Guy programmer himself. wish the justhikato POKE routine nestled com- remain t'th 

This routine gives infinite themevery happinessin | | fortably at the bottom ofthe | m ing at the bottom of 
| bi Nao E the world together. Morse y sack. 


tips sack, 1 bring it to you 


al 























REM BUTCH HARD GUY HACK 
REM BY DAVE THOMPSON 


Ca E 
0! 25 REMCRASHMAY 1987 O 7 
e! 30 BORDER: PAPER O:INK O: CLS e 




















e 40 LETC-O tolZ, 

e! 50 FORX=32768 TO 32826: READ A:POKE | e [4 

o XALET C= =C+ANEXTX 'g ae 

e, 50 IF G<=5875 THEN PRINT AT 1010; gl? 

“ “ERROR":STOP el 

cao TO LOAD ""! CODE 16384 io lo 

e! 80 RANDOMIZE USR 32768 el 

1º! 90 DATA 33,14,128,17,19,91,1,45,0 ba 

º,400 DATA 1 

ei 537 176,195,0,91,175,50,64,138,33,48 19 

*: 410 DATA Lo 

º, 91 17,18:202,1,13,0,297,176,38,61,91 10 

o rêO 130237,178,195,133,158,6 e ja | Epa o | 
Ai 17 63,161,1,3,0,297,176,195,199,198,0. , 6 | TA 
e; 2.847219 16 Ea e:10 REM BOMBJACK II POKES e | 
6! 130 DATA E. NS] e!11 REMBYJONNORTO , 

Y 254 290,1,192,62,1,50,201,91,201,109, e = e!12 REM CRASH MAY 1987 


R 0/20 CLEAR6e4: LOAD “” CODE e | 
SS 0!30 POKE 65226, 250 io | 
6140 FOR F=6403 TO 64006 a RR 
150 READAPOKE FANEXTE (e) 
go —RANDOMIZE USR 64700 te 
8:70 DATA 175,50,35,98, 195,0,91 !0 
10 





18,202 a 
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slasher enters, lobbing knives | L PST É 


left, right and centre. Simply 


This infinite everything | heard about the game. Simply 
jumpdowntogroundleveland | retina from Jon North type it in, run it and play the 
crouel dl vue = ; ae arrivedinthe Towersawhile | Anfractuous tape from the 
id ig ago, before we had even atart. 

n that position, This worksevery 


time! The pill makes sure the 
| |) from knives don't hurt you, 80 you 
ham in South York- cam concentrate on the 
1d the hack from The Slasher. 
tstinks supplied extra There is a drawback to this, 
esp vou MUST headbutt him — 


Whenonlevel three, leavethe 
beefburger containing the 
invincibility pill until the siren 






allow him to walk through and 
he explodes-just hke a normal! 
baddie. But the game doesn't 


realise it's the Night Slasher 
and simply qoes on and on 
until you pull the plug, 


starts to sound. Now, go up 
and get the pill and the night 









di MSBLIZA] do Mndadi 






O] 
| 


Vu 
E) 
In 


BEM ANFRACTUOS 

REM BY JON NORTH 

REM CRASH MAY 1987. 

LOAD “" CODE:LET T=0 
FOR F=23296 dif Ú 
READ A: POKEFA . | 
LET T=T+(F-23286) A:NEXT F 


EAD AF T<>A THEN STOP | 
| E; si F=23311 TO GR io) 
CLEAR 65000:LET T=0 ad IF A=999 THEN RANDO e! 
FOR A=64223 TO 1ES:READ SF e | TER 22996 se 
A S:LET=T=+S:NEXT A | o DATA 62,255, 2 aa 
ES sh ONA Sds dass 
DATA":STOP | ig] zo, 1 BB,255, 
RANDOMIZE USAR 64225 = DATA 342º 
DATA 24,46,33,89,5,99 o | DATA 50,44,98 E 
DATA 22.250,1,134,0,213 to | DATA 50,241.12 
DATA 112.46,215,116,46 a DATA 195,243, 
DATA 207,54,188,33,38 1º] ERC 
DATA 540,34,126,250,225 fd 
DATA 49,61,251,221,225 1º 
DATA 209,191,55,8,249 (o 
DATA 233 49,65,251 221 ie 
DATA 225,209,59,225,195 Ei 
DATA 205,29,251,24,49 e 
DATA 221,110,0,124,170 e 
DATA 171,221,172,221 o] 
DATA 173,173,221,119,0 ia 
DATA por e 
DATA 128,131,146, 1a] 
é DATA 103,221,35,27,122 o] 
gg DATA 179,32,225,201 | 


100  DATA225,81,88, 168, 168,97,88,152, (8 


201,50,109,136,62,201 DO, 





a 692.183,50, 109, 136, 62, 

92. 196, 68, 62 Enero 
| | 13,237, t0| 
95.251,17,0,91,1,14,0,219,237, to 
176.201, 33, 200, 249, 17,254, 255, 1, 1 
33.152, 287, 184, 195, 16, 175, 18062 ig] 


1 
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TRANSMUTER POKES 


As I write, some time in mid- 

| march, Transmuter has only 
been on sale for a week, and 

yet Dave Thompson has man- 


it and produce a POKE routine 
which provides infinite 
everything... Ithink. 





M RANSMUTER 
REM By DAVE THOMPSON 


987 
REM CRASH MAY 1 
BORDER O: PAPER O:INK O; CLS 
= 
—-992768 TO 32788: READ A: 
X, A:LET C=C+HAN K 
IF 


c<>2048 THEN PRINTAI 

10,107 “ERROR | STOP 

LOAD "CODE 16364 

RANDOMIZE US 1721,91,1, 70,287, 


13,14,128, LR 
176, 108 0.91, 175,90, 206, 112, 195, 


— Uluisbiti 


as. ex TARA 


aged to hack his way through || 













LEADERBOARD TIPS. 


| cn ea E been out far a quick 18 holes on the course for | 
| Well, there's hardly much chance of that these days with all 
the work they pile on my shoulders! But that's all besído the 
point — lu a 

ximate strength/distance ratings for th 
club fui US Gold'e proaê goitao sirminlatica, papsend j | 
that Minimum when no bars come up on the gauge | 


out some a 









| CLUB 














3 Wood 
| 5 Wood 
Tiron 
| Z Iron 
SIron 
4 Iron 
5 Iron 
| Blron 
Tron 
B Iron 
9 lron 


















E | Power is 
and Min+ 1 is one bar. 


MIN 
POWER 


alé 
105 
100 


150 


MIN+1 
POWER 


180 
140 
120 
110 
100 
EE 
TO 
65 
so 
Er 
40 
So 
15 


HALF 
POWER 


220 
t80 
170 
165 
150 
140 
130 
120 
100 
90 


ro 
40 













POWER 





260 
235 
230 
215 
200 
195 
190 
180 
tro 
150 
135 
125 


0 


ÇA e | 
pt a 


E e. EM E 


Do 
“ai 


e se j ns, a M o e a E Ê “a e E nã, 
sr, pd tt ii E, il ão a 
es EA Ep ir 4 Er a Me E. 
E çi Md rã E mi Ed E, Pa 
“a, hoo o ps, E ta A a nd, É a 
: bio o lia jeito ' ne a A a En o 4 
mi mi —— nm -— a = —a a En a tm Ea E ii pie Ni eos 7 Tg E 
LT k Er ra k E — qu RS di E a Bee ain — 
ui a E Tal O di a o dá a gr DD a 
MAMA ESFÊMNYKEOSMNE.N 
E, a á a = s E Ca A i a A = == = e ma E - E 
AME Dn 
AM E a 


E. o (MES, iram | 
Ja “me: FR RD O IN td 
RE NS DT TALO DE 


aa! 
h 


(Naa 
Um! 


- Mi * 
£ Minh 


re 
e iai aa 


ee ipi 


CRT TONS TT 


Ea DID RE 
LC o) daja 
mA | 
BIRD os) pi 
BS HD TD |O im 
PS O fospail 
Ts E Da) 
PERNA 
Di AC Sa 
aim aRta 


FEET 
o 


| 
4 
| 


esse 


Oo irao 
RA IR 
E ar RR 
TEL DIS ACTO 
E oi 
LL a a 
EEE 
CET eim O Tia 
Ea pa 


PPP REC PPRGRP EP PRP PETER 


fed sm 


, 
3 


PPP TROTE qro 
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ASTERIX 
TIPS AND 
SOLUTION 


| Just in case anyone is still 
struggling with the some- 
what disappointing Asterix 
from Melbourne House, Mark | 
Lindsay from Bream in Some- 
rset sent in this map, hints 
and solution. Take it away 
Mark... 


The potion is used in the 
arena, so if you're hit, you 
don't lose a life. And in the 
arena, if you kill ten men, you 
get a prize and a piece of the 
cauldron, To surrender, waitin 
“a comer when fighting a 
Roman. This lets you explore 
the Dungeons if you have a 
key. To kill Romans, stand 
close to them and use low 
icks. 

Tokillpigs,usealeftor right 
punch, 

Inthearenayoucan'tmove, 
so be ready to use a low kick. 
And to get to the arena, just 
wait in à cell until the door 
turns white, 

There are only five pieces to | 
the cauldron, and you do not 
havetoreturntothe villageto 
complete the game, 


SOLUTION 


From the start you go, right, 
right, vp, up, get cauldron, left, 
down, down, right, up, right, 
right, right, get key, down, left, 
up, up, up, vp, vp, left, down, 
left, get cauldron, down, sur- 
render lefttonext set of cells, 
in first cell, get cauldron, wait 
in cell until door changes col- 
our, yo out the door, use 
potion, kill ten Romans, get 
cauldron, go out door, down, 
move to bottom of screen and 
goleft, get cauldron=and then 
vou've done it! | 










a=Fig 
%=Pece of Cauldran 

*r=Key to cel 

D=fxit from Arena 

— = Normal grega connection se 
= = Nomal onection Oreuiay — Koma || 
<E = One nay pasago E = Cell qou cannot enter 
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nie pu  p enpánd DRE MIaaTo UNO IDE 
fisio POR ou POIS ta io OO, Fo coa io progra: AS 
co a JET Onçõo TE beginning. 









JET SET WILLY 





do bri cERokar ia E 
-so watch um PRM 





REM JSW LOADER 
CLEAR 32767 
PRINT “JET SET WILLY IS LOADIN 









LOAD “” CODE 


REM STICK YOUR POKES IN HERE! 


RANDOMIZE USA 33792 






ENTE roda ger past Mbaria: NOIR 
GRE Gene : POKE 50512,168: POKE 





REM BOULDERDASH | 
REM BY DAVID WINGATE 


| CRASH MAY 1987 
FOR D=60000 TO 60098: READ 


W:POKE D,W:NEXT D 
DATA 221,033,000, 250,017 
DATA 017,000,055 5,062,255 
DATA 205,086,005, 221,033 
DATA 000,250,01”, 132,000 
DATA 055,062,259, 205,086 
DATA 005,221,033, 000,064 
DATA 017,000,027, 055,062 
DATA 255,205,086, 005,221 
DATA 033,000,250, 017,000 
DATA 002,055,062,255, 205 
DATA 086,005,221 (033,000 
DATA 064,017,000, 027,055 
DATA 062,255,209, 086,005 
DATA 049,255,099, 221,035 
DATA 000,094,017. 050,091 
DATA 055,062,255, 205,086 
DATA 121,062,000, 050,032 
DATA 121,062,000, 050,033 
DATA 121, 195,183,124 


R O:BORDER 0:CLS:PRINT (e | 


FLASH 1:PRINT AT 13, 15: FROM THE io 


AT 9.3: PLAY 








START” | 
RANDOMIZE USR 60000 


0 = = — 


THE GREAT TGOLDEN)] 
Ag COLLECTION 


ps ADE 
MO caes EP 


A 


[ 
(o 
| 
18 
11 
(o 
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| you the number. 


| the top window and hit Albert 


| playground you can see a line 


| | two walls meet. When Albert 


that you can jump over the 


| the gate until Albert arrives. 






um 


the  immensely popular 


| School. Daze has provoked 


quite a lot of interest over the 


past few months, and after 
rummaging around in my 
| TipsSack Anthony Dixon from 


Walsall gets the credit for his 
complete solution. All you 
haveto dois... 


When the game starts go to 


| the girls school and search the 
desks for a water pistol and | 


stink bombs. If vou can't find 
them here search the boys 
school desks instead. 

Catch a mouse as scon as 
vou can, Use the water pistol 
to fill the three cups on the 
ledge next to the flight ofsteps 
that lead to the boys school 
classrooms. To get the num- 
bers that unlock the bike from 
the conker tree, stand on the 
third step and face the three 
cups. When a teacher is walk- 
ing towards you, as soon as he 
ig under the hinge furthest 
away from vou, fire the 
catapult. Hit him and he tells 


When you have the four 
numbers, find a clean 
blackboard and write them on 
it —- the bike is then uniocked, 


ing to the headmaster's study. 
Go up to his study and tum 
around. When the hsadmas- 
ter's on the second step lead- 
ing towards you, drop a 
stinkbomib. He'll tell you off 
and open the top window. 

This is the tricky part. Tou 
have to fire the catapult out of 


on the head. The best chance 
is when playtime is nearly over 
and Albert is inside the boys 
school. H you look at the open 
door that lets you into the 


running down ii where the 


has just passed that line, fire 
the catapult, and with a bit of 
hack he'll be knocked out. 

Next playtime get on the 
bike and cycle to the gate. H 
AJbert hasn't already opened 
it, crash into it. This ensures 


gate easily when you have to. 
Now, for another tricky part. 
When playtime is over stay by 







Microsphere's follow-up to 





| chase. They can open the door 


You have to wait until no | 
| teachers are on the steps lead- 


| cup. Fire the catapult again 


| of'the key to the headmaster's 


 linegare deducted when Haley 
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q*- 


REA gro “la 


si 





Let himlockitandi keep in front | 
of him as he goes to lock the 
boys school door. Albert won t 
lock the door until you have 
gone inside, so you have to go 
quickly into the boys school 
and then back into the playa- 
round, If you have timed it cor- | 
rectly, Albert shuts the door 
leaving you inthe playground. 

Go to the bike, mount it and 
then stand on it. Jump from it 
and you should land on the 
gate and be able to get over it. 
H you are lucky the headmis- 
tress will be im a class, SO you 
can get into her study and fill | 
the water pistol with the 
sherry. If she comes after you 
release the mouse and run. 
Usually a teacher gives 


and the gate allowing you to 
retum to the boys school. Back 
at the boys school, fil your 
water pistol as before. Use the 
same procedure as before but 
stand on the third step this 
time-= they should provide you | 
with some letters. When four | 
letters have been collected 
write them on a blackboard, 
and then you have a key. Goto 
the room at the back of the sci- 
ence lab. Collect the frog and 
wait until the next playtime. 
When playtime is over, stay | 
by the gate until Albert comes. | 
Get on the bike and cycle into 
the girls school. The headmis- 
tress should be in her study 
now. Position the bike under- 
neath the cup, and do as you 
did to jump over the locked 
gate. When you manage to get | 
the frog into the cup, cycle 
back to the boys school. 

At the next playtime, cycle 
hack to the girls school and fire 
the catapult at the headmis- | 
tress and knock her down | 
while she's undemeath the 





and the missile will hit her and 
go upwards. If the headmis- 
tress is undemeath the cup 
the missile will hit it and the 
frog 1s released, 

You are now in possession 


saio. All you have to do is fol- 
low him into his study, then | 
jump and touch the safe to 
complete the game. 

Incidentally, five thousand 


kisses you —this comes in very 
handy. 
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ând there we have it - the 
thirty-seçond page is upon 
me. At tha start I wondered 
wbether I would be able to ll 
the space; but it wasn't hard, 
and there could have been 

| more pages! 

Ihope everyone enjoyed 


| the Supplement and will find | 


tha contents useful in tha 
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next few mesks. Don'tforget, 


| these are your pages, and it's 
rour tips, and maps thai keep 


it alive and kicking me in the 
tegth. I'd justliketo say thank 
you to everyone who made it 
possible, the CRASH review 
team for trying things out 
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Now, that solution is very 
long, my: Ling 
the strain of K, and just to 
make sure that you'll get it 
Stephenson has supplied the 


gers are fealing 


(and losing the library 
copias), the art department 
cartographers for tidying vp 
the máps and not blinking 
wmrben all the typesetting 
arrived, and of course the 
readers who wrote in with the 


hacks. 

So Til sign off now, and 
leave you with Sigourney 
Weaver, as she prepares for 
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gravitational forces. These have 
been induced by a rogue planetoid 
now orbiting as a moon. Ás ever, 
sillyvisation has collapsed, leaving 
a radigactive and mutant-infested 
landscape behind. Into this you 
are hurted, as commander of a 
Tentralith (a big machine created 
tó cope with the enangira 
environment). rou-must fight for 
survival, and plot tó maintain a 
regular income of energy crystals 
by mining the surface. The need 
for power is great, You gotta fight 
to win, or else you don't. If you : 


“| know what | mean. 


Hello again. This issue 

| have some good offers 
| fora few lucky readers, 
| and some great reading 
for therest of you -— 
lhope. Read on 

and write in! 
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As some of you will already know, 
JADE GAMES have just stopped 
running their very popular game, 

| Arcadia, following a legal clash 
with KJG over Earthwood and a 
certain copyright law. KJc 

| accused JADE of infringement of 

| Copyrightand saDE, not having the 
financeto fight, have concedead to 
KJc's demand: to close Arcadia 
down. This done, JADE now hope 
to rise from the ashes by launching 
anew computer moderated game 
— Shattored World. 


WOZZAT? 


Shattered World's a sci-fistrategy 
game, spiced with fantasy and 
governed by a yellow rulebook, 
The game is set upon the world of 
Flindar, a once sentient planet 

| which is now being torn apart by 


“72. 6/RO TANK 
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| OWZAT? 


Shattered Word is a deadline 
game, played on the ever-popular 
hexagonal map. Many types of 
giant machines exist to be found 
or captured — or even destroyed, 
and movement is not quite so 
limited as it was in Arcadia; these 
beasties have quite respectable 
ranges of movement for each turn. 
The game works on a point 
system: the obvious way to win is 
to hit a secret score and wham 
bam — you win a doomed planet. 
Not much use, eh? JADE report that 
there's another way... 
something to do with a plateau and 
acure of the world's troubles. Nice 
touch, ifyou ask me. 


SCIENCE FANTASY DE se | 
PLAY BY MAIL GAME => AEE 
| WOZZIT COST? 


Not a lot. Tum costs are £1.50 
each, for which vou receive a well 
laid out and informative computer 
printout. For details of setup, write 
tO: JADE GAMES, Freepost, PO Box 
54, Southsea, Hants, PÔS ONA. 













SOCCER ONE... 


Lear Brendor 
ERiEa art Vo ger ma mnueslv E RE] 
ds ri [=] rtp 


| 
Ss Eee, Northants 





FOREIGN WARS 


Dear Brendon, 
vê been reading your column for 
some time now and find it very 
interesting. I'd like to join Vorcon 
Wars, but | am wormied whether or 
not my order would reach England 
in time, Is there a special 
international version? Also, are 
games with open deadiines more 
difficult to play for players outside 
of the UK? Finally = do 
international games cost more”? 
wish you luck with your column 
and hope that it will expand 


quickly! 
R van Álteren, Holland 


Most deadline games offer what is 
termed a 'siow tumaround" 
version to accommodate 
Europeans (and even beyond). 
These games tend to cost a bit 
more to play where heavier letters 
are concerned, although small 
latters (up to 60g) can be posted to 
EFEC countries at the same charge 
as for inland firstclass mai, so this 
i5 not necessary the common 
case: unite ano find out! 

Extra UKR players can suffer in 
dpen-ended games whichoperate 
ina form ofreaitime. This need not 
hnámper your enjoymentofa game, 
however. In fact, if you wish to play 
the game properly, StarGlobe is 
more realistic for international 
players than for us Brits (simulated 
time delays efe... L 

BK 


DIPLO DIRECTORY: 
GOOD OR BAD? 


Dear Brendon, 

Please dó not print my name and 
address in the next issue of the 
Diplomatic Directory as | had 
previoushy asked, the reason 
being that | have received a letter 
from TIME PATTERNS threatening to 











«.« SOCCER TWO — 


E STILL NOT VERY 


WHITTY 


ad the tefter from (a Williams ] 


1 ] HILESTI 


º Edwards, Cardiff 


Tt Ar 
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throw me cut of StarGiobe Four if 


| tis printed, | hope you see the 
| importance of this and act on this 


letter accordinaly. 
DB, London | 


TIME PATTERNS have informed 
me of the action they are taking 
against certain members of the 
directory — | believe it to be just. ft 
appears thatsome members have 
been ruining the game for others 
jand themselves) by giving away 
coveted secrets and information 
modules away willpy=nilly. This is 
not the way to play a game; the 
objectis to learn by your mistakes, 
not by joining some half-baked 
aliance cresjed solely for 
information swapping rather than 
tor strategic strength. StarGiobe 
players mentioned in the directory 
uno have not been engaged in 
Such goings on need not worry, 
and to help the GMs of all game 
the format of the directory will be 
changed from the next issue: to 
getin touch with members, anote 


| willhave to be passed via the 


game contro! (if the facility exists) 
as no more addresses will be 
iven. Sorry, but those who spoil it 
or some spoil it for all... 
BK 


READER'S 
REVIEWS 


Dear Brendon, 

Em just writing to give you an idea. 
Hthink that some room should be 
devoted to Reader's Reviews of 
various PBM games: big and 
small. Why not try for some more 
space to accommodate such a 


section! Ex | 
Patrick Walsh, Berks 


Good idea Patrick, | have been 
considering doing this for some 
time now, and you will be pleased 
to hear that | have justreceived the 


| go-ahead from the Ed! Over the 
























nest few months | shall be offering 
reviewer positions in any game 
wiich | can gain them, preferably 
pt Cena Come on now GMs 
-Sendthose offers to our editorial 
address! This month | have two 
places in Crisis, a game of moro 
destruchoncomination by Mas, 
and Shattered World (a game 
which could well be set in the 
aftermath ofCrisis) by JADE GAMES. 
AI need from my reviewers is a 
500 word review alter two months, 
anda final report at the end of the 
game. lfyou re interested, write to; 
CRASH PBM REVIEWERS, PO 


DB 







pi Pe VA 
IVA | ' 
Tim 
st = 





' 
a a 


- 






= 





21 m E e, 
PE | 


| for the anda 


ne 10, Ludlow Shropshire SrB 


Susie 


| Vorcon Wars 19; Saturmalia; Fiber 
PIOr 


March is a merry month for maraud- 
ng maniacs (who are, no doubt, all 


as mad as a March PBMer ...). 


Anyway and anvhow, here lies this 
month's list of successful candidates 


DIRECTORY. 


poa Adrian Neal 
a a pa A jo a 
Lincolnshire PEZO 


ISL 
| GAMES: aa Wars 72 É» 78; e 


15; Esrihiood 52; Arcadia 6; Star Empires 
E; Conquest 


+ 


4002 Jason French 
Tê Princes Road, Ellacombe, Torquay 
| TQLIPA 
| GAMES: Vorcon Wars 75 (Commander 
BLITAD) 


« &? Sharmon Crescent, Braunstone Frith, 


GAMES: Stargiobe 4 (55 Belle Fuliz) 
rã Gate, Clevleys, Lancs, FY5 


rs A Crime! 1 (Death War- 
riors); TES A Crime! 4 EMegacity Blues) 


“005 Smart Millinship 
atire ad Nottin- 


pune 
- GAMES: Vorcon Wars 75 (Commander 


SHUTUN) 


prada Road, ih Arre 
GAMES: Saturualia Sette Eno À Dn Word; 
Explorers of Orion; Lands 

Esplres r Orim; Eat vei ger 
Vesurmam 


*007 MrC McCarthy 
394 Seavicw , Liscard, Wallesey, 


E: sl nad pd 


*008 Scott Macfariane 
| 2 Broomside Terrace Costorphine, Edi. 
| GAMES; V Vorcon Wars 60; Super Vorcon 


Wars 77 


Paul Davidson 
5 Watcioo sed, = Sion Ayrshire, 
Scotland KA 
GAMES: mc on Wars 7 (Comimemeder 
Comquest 


| PEPISH); Arcada; 


+016 Kev Wasey 
9 Clarkson House, Maysoule Road, Bat- 
TErECa London SW11 2BP 


| GAMES: Earthuood 


rs 65 (Commander 
PESTIB) Super a Voa sabio (Com- 
(Jar afã di fed Mr a 








+014 David Lane 
23 Florence er West Bridgford, Not- 


tingham N97 5H 
GAMES: Caras Belt S; Player I6 


nuas ei pod | 
: Road, W Merseyside 
LAS 2AG ; 
GAMES: Vorcon Fars PA; rs A Crime! É 


*016 Chff Frost 
175 Road, cgi Si 
dd: Rol ad Arcadia; dt 

) ís 
A Crime!; Sword: and 


Siaragdia 172,1352 8% Led, Zuid 
Holland, Netherlands 


* Vorcom ars 72 (Commander 
PREBIN) eae Es Dc) 


+018 PBrunstan 
Cae Man Pwn House, Thomastown, 
Merthyr Tydfil, Mid Glamorgan, South 


Wales 
GAMES: [rs A Crime! 2 (Degth) 


s Harrogate HG2 0BA 
GAMES: Soccer Star; Sunumalia; Ft's À 
Crime! 4; World of Chaos 


1 Pioy Grove Stone, London SW& 


7 Ho 
!7 Rosemary Road ton, Ni 
wich, Norfolk NR7 E Essa 
GAMES: Vorcon Wars 61 "Commander 
aa Fes A Crime! 4 (Fighting 


Walnut T Lodge 9 Kings Meadow 
ut Tree 
Lane, Ferrers, Northampton- 


AMES: Eariiwooad; Sarumalia; 
5 d; Oriim's Finger PSA Crime! 
Jr Casus Belli; Aos 


w023 Matthew Hanson 
10 Denby Lane Crescent,  Moor, 
Walkefield, West Vorkshire W AEB 


| GAMES AMES: Siarplobe 4 (55 Obsudian Fox); 
| Arcadia 


| 36 Spur Road, Orpington, Ken BR6 


QL 
GAMES: Forcon Wars 71 


bra ga Whitehead RR 
GAMES; Ass (Rillion"' - E Side), Satur- 
malta (Grenudl af the Web), Enchirodon 
ue Arms), dos A Crime (Brothers 
im e From The Mouth of Hell (ELA, 
orld of Chaos | Rillion Kerr), Soccer Star 
aid Star R$ Leggue) 





| +026 Damian Man 


nning 
12 Warden Road, ço Coldheld, 
West Midlands, B73 5SB 
GAMES: Stanilobe (SS Alem), Tri A 
Crime (Merry Mob) 


4027 Jobn Preen 


pri the Guild Ali 
[Plomog) 


w028 John Kemp 
& Wold * ficar, Coleta, Lincoln, LN7 


CE), Vorcon Wars 7 


GAMES: Is A Crime! d (Ney Vork 


E Arcadia 8 (Lord Coentaunis at 


029 Milan Petronic . 


| GAME: Arcadia 13 (Draug Dir) - 
| +030 JE Fowler 


11 Beaconsheld Place, St Agnes, 
Corn nSZ 


GAMES: Siarglabe Three, Arcadia 8 


403] Kevyvm Edwards 

52 Woodiands Road, Irchester, North- 
ants NN9 7BU 

GAMES: Vorcon 60, Is A Crime! d, City 


efSinfe 


*032 Jason Cottrell 


17 Hnckiano, , Barrington, Cambe, CBZ | 
| GAMES: aa [Axl Táramus), 


Pyranny (PS 
bg Michael R Stannard 


South Humberside, “DN35 Fr 


GAMES: Arcadia 10 (Mordran the 
Unknoton at Seven Springs City) 


ds (apr 

Mount Road, Canterbury, Rent, 
CTLITE 

GAMES: Soccer Star (Kilmore Oilers), 
Bradiey's Foorball (Houston Clilers) 
*035 Paul Davidson 

51 Waterloo Road, Prestwick, Ayrshire, 
Scotland, KAS JAA 

GAMES: Vorcon Wars 60 /P 

Arcadia 7 (Ped ando 

quest (Amar Nero, maps [8 ne 


on-Pentre 
id Glam, 8. Wales, CF41 7H0Q 
GAMES: TES A Crime! 4 gong 3/5), Vor- 
com Wars 6d (Chotub) 


*037 5 Wyatt 


GAMES: Vorum Fars 73 (Prim), For- 
con Wars 78 (Sathal), [rs A Crime! é (UM er- 
cengries), Kings of Steel (Woodland 
Alluenee) 


“038 Richard Goff 
EF ig Essex, COS 
GAME: Arcadia 12 (player 17) 


+099 JasonH 


35 Garratis Lane, | tead, Surrey 
SM7 2ED á 


GAME: Suturmalio ( Varrex) 


So ends another Diplomanic Directory 
— don't forget to send your applications 


PM DIRECT Rap 
TO UBLOU GunOs tadr, PO BOX 
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WIN A FERGUSON RGB 
MONITOR, SPECTRUM 


PLUS TWO 
MONITO 


For the second month runnina, 
those generous people from 
FERGUSON, famous for their tele- 
visions and monitors, are offer- 
ing CRASH readers the chance 
to win an MCOS Monitor and the 
necessary Interface to link it up 
toa Spectrum. Andtoshow that 
we're just as willing, we've 
thrown in another Spectrum + 2 
for the outright winner our our 
CRASH Trivia competition. 

The MCOS isa very neat piece 
of equipment, allowing you to 
enjoy a firstclass colour display 
for your games, and it aiso dou- 


94 CRASHMay 1987 


AND 


bles as a telly- so whenyou tire 
of searching drawers, picking 
up keys and using passcards, a 
prod of a button, a twiddle of a 
knob, and you can tune into East 
Enders. 

AS you can imagine, this kind 
of technology doesn't come 
cheap — the Monitor and Inter- 
face would normally set you 
back around £245, and when 
you throw in the Spectrum + 2, 
you re talking in the region of 


E3TS, 


To win this prize all you have 
to do is write down the correct 
answer to the eight following 
CRASH Trivia questions on the 


R INTERFACE 


back ofa postcard (or outside of 
asealed envelope) and senditto 
us at; CRASH TRIVIA COMP, 
CRASH, PO BOX 10, LUD- 
LOOW, SHROPSHIRE SY8 1DB 
to arrive no later than 30 May. 
First correct entry out of the 
boot of Roger Kean's Porsche 
wins the Monitor, Interface and 
Computer. The next ten run- 
ners-up will each get CRASH 
Hats and T-shirts for being 
clever — and lucky. 


CRASH TRIVIA 


1. Name the Terminal Man's 
two companions in the first 
story. 


- Which of these three got the 


highest CRASH Overall rat- 
ing? Shadowfire, Starglider, 
Frankie Goes To Hollywood? 


3. Which of Lloyd's Hermes 


typewriters is the most 
recent? 


- Which was the first issue of 


CRASH that Graeme Kidd 
edited? 


- Inwhich issue of CRASH did 


Derek Brewster first appear 
in Adventure Trail? 


“ Who did Frontline before 


Sean Masterson? 


+ Which was the hit game 


CRASH never rated in its 
reviaw? 


- What was the first full title of 


CRASH magazine? 
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that at the | 


wait a bit long 
one of them, they're due for 


around the end of 


056 à payment of £15 for este | 
de the mainland UK), and make 


do is make your ch 


fÊ22 if you live o 
Denise's day for her. 








DEAR GURU DENISE 


This Is y incredible! How do you keep it up, providing me with 
so much choice that | want to subscribe every month?! I've chosen 
my free Ocean game and been kind enough to tick an appropriate 
box below to let you know which one it is. | understand that ff I've 
ticked one the of the first three games on offer, | might have to wait 
just a Iittie bit longer for it, as f's very new. 


Plaasa tick tha game of pour choice = One only nom... 


[] ARMY MOVES [7] HEAD OVER HEELS 
CJ TAI-PAN [5] ARKANOID 
[MAG MAX E] SHORT CIRCUIT 


Denise will be sending off your free OCEAN game, just as soon as 
she can after receiving your CRASH subscription payment of £15. 
Justfill out the form n, make outyour cheque or postal order to 
NEWSFIELD LTD, and whizz it off in the post to us at: 


GURU DENISE, CRASH SUBSCRIPTIONS, 
peca 20, LUDLOW, SHROPSHIRE SY8 
1DB. 


a a O RS PR O OO O ICO O OO O O a a O nO O O O O O O 
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My Finais are looming closer, and like everyone else, |'ve drawn out an 
impressive revision timetabie which | shall spend the next three months: 
Eron RU Da abade na distractions. The balls! 

he punting! Productions of “Hamlet in the pouring rain! CRASH dead- 
lines ... And very soon | shall be appearing in ZZAP! too, doing battle 


| With the enemy via a Commodore and disc drive (apologies to all you 


| Spectrum purists, but someone has to payfor all the balls and pur E 
Ts 


FRONTLINE may have a title which su the battlefield, and 
true hat nearly all cf the games I've had for review since | started have 
been wargames, but | am supposed'to be here to cover strategy games 
as well, That is, strategy games other than wargames; and these have not 
been very inspiring in the past. One thinks of the bannana republic, of 
a revolting peasants, of general election and taxes, Oneithinks 
of Football Manager and, though hopetully not too hard, of The Great 


Space Race. These are the sort of games which can be played in terms. 


of simple numerical input. Yes/No responses and multiple choices, and 
they are on the whole momentously unsatisfying. Alotofimagination has 
to-go into the concept to make the numbers meaningtul and the objec- 
tives the strategy achieves interesting to the player; getting these factors 
ght made Football Manager a plavable and addictive game. The Great 
Space Race, in contrast, is a complete failure because of the confused 
mass of imelevant statistics it generates in response lo a minimum of 
playerinput, and the tangled, open-ended rewardis offered. The limited: 
inputstatistic game can benefit greathy from good design butit can never 
be a living, moving work of computer entertainment. The format has 
limited potential, 

“Thegretically, however, strategy needn't mean bannana republics or 


| wargames only. There is potential within the standard wargame format 


to treat a different scenano, which is an area of gaming almost entirely 
unexplored and undeveloped, Adventure gámes are quite often fantasy 
orscience ficton -“whodunnits' and related thrillers might these days be 
added as a third standard background - but there-are certainly a fair 
number of notable exceptions mich treat 'altermative” plot-lines. The 
novelty and quite often the humour of these - Hampsisad, forinstance - 
can be extrememly appealing; and, what is more important io the 


software producers, commercially successful, The comparison between 
wargames and standard adventures isn't exactiya parallel one, because 
adventures are related to written literature and wargames are specifically 
designed to simutate battle situations. Ary other concept which rides om 
the back of the'cardboard counters" set-up will probably seem artificial; 
sb bão also define their own conclusion and reward by their closed, 
combative gameplay and this might be rather hard to transfer to an alter- 
gato mio a Es 

utwhiat is a strategy game anyway? His not merely a game which 
raquires the use of neo rather than the reflexes to pla! set 
Marsport and its companion games are sólveable, not zappabie, but 
have a solution which is arrived at by working outan inter-connected set 
of puzzles and involves the player in no subile decision making. At the 
ather extreme the cheerfully genccidal Urigium needs some careful 
tninking and planning to play well; shooting the waves of wotsitsis easy, 
it's working outan individual approach to each level, and deciding which 


to go for and which to leave alone, that gets the highest stores and makes | 


the gameplay a An involving. | 
| às a fundamental component of a stratecy 


“Decision making is a É me. in 
The Great Spac a Pavel is the only component, which probably 


| demonstrates the pointas well as. any, nobody would deny that, however 
| appaling, TGSA is a strategy game. Wargames require the player to 

| make many subtia decisions every game turn, balancingrisks, preserving 
| Supptiy, and, in some games, spending 


negar resource poirits; It would be pos- 
sible - not easy, but game designing is not easy - to construct a game 


“which was neither too closely based on the potentially stifling wargame 
format, nor of the branching bannana republic type. There are ari 
| Sen cela nbpr present some intriguingideas, and could be adapted 


nd en tothe computer; the old-fashioned, eternally-valid games 
like Monopoly and Diplomacy and'the newer, more complex le like 
liluminati. W's true that some of these rely on diplomatie interaction, but 
there must be some ideas, suitable to the computer, which don't. 

“Timeto retumto Middle English and Shakespeare. Next month, iflsur- 
vive this wegks revision programme, be complaining about the 


BATTLEFIELD GERMANY 


óther uneven, unexpected in con- | saw Pact, | in Europe. The point of dating this 


Price: £12.95 
| | Author: Cybercon 
| Enterprises 


seems to me that Pss produce 
two lypes of game; one blandiy 


well-presented, fast and piayable 


with a pretty awtul but nicely-writ- 
ten arcade sequence, and the 


tent and vaguely unprofessional. 


Annals of Rome, which | liked a lot, 


have no real-time gameplay, no 
arcade sequence, and precious lit- 


le machine code. What we do | 


have is a litgral, cumbersome 


simulation of a board wargame, 
envisaging a mostly conventional 


war between NATO and the War- 


| reásonable. W 
(fo me, anyway) 15 that Egypt also 
comes under Islamic law and an 
Islamic pact is formed — this then 


The explanation of the scenario 


“is brutally exact, given asilisinthe 
was of the latter type, and soisthis | foi 
game, most inappropriately enti- | 
ted Battisfield Germany. Here we | 


form of a countdown dated to 
begin next summer. lran wins the 
war wah lraq, which seems 
What seems unlikely 


invades Israel. The superpowers 
intervene and the situation esca- 


tates to fuli-scale conventional war 


account of the escalation so close 


to home is presumably to shock. 


the E into-a sense of immedi- 
acy. This has worked to some 


| extent as, at least superticially, it 


nas an air of uneasy credibility 


| about it. The atmosphere created 


by reading this while the game 


| loads is dispersed somewhat by 


the first appearance Of the game 
on the screén, and soon evapo- 
rated entirely in the fificen-minute 
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wait before play. 

The map is hex-based rather 
than square, which in theory is a 
| go0d idea as it allows for equiva- 
| ent movement in six directions. In 
| practice, the hex composition of 
this particular map seems to waste 

a lot of space. The main playing 
area scarcely filis half of the screen 
atonce, andis'| "around the 
edges to avoid half hexes. A small 
representation of the entire play- 
ha ara of Central Europe shows 

re units are deployed; this 
would be more useful if il were 
possible to tell from the a dots 
which units belonged to which 
side, as it is difficult to get a sense 
of location from the  Serolling 
map and | found it wasn't easy to 
kegp track of how my forces were 
moving overall. Nothing on the 
| map is identifed by name, 
although each hex is some sort of 
terrain type including the cities 
which are vital for victory points, 
and this is the ab d reason why 
the map looks and feels anonym- 
cus and unexciting. 


The game makes no visual app- | 


ind to the intellect or the imagina- 
Cities have no chance of 
Ness real cíties with popula- 
tions and histories; they're no 
more than 'city hexes', which take 
one movement point to enter and 
are worth 20 victory points. 
The player's units and the com- 


puter's are represented by the | 


traditional boda counters 
depicting à somet UNFECOg- 
nisable piece of military hardware, 
| There are seven types of unit in 
Battlefield Germany and it takes a 
bit of working out at first to decide 
which is which, as the works of art 
are not reproduced in the 
rulebook. Each unit has a set of 
statistics which is displayed to the 
night of the screen, and define in 
interesting detail attributes like 
combat strength, fatigue, effi- 
| ciency, supply and movement 


| points. The information Is pre- 
sented cryptically but clearly, this 
isa g00d thing, as frequent refer- 
ance to the rules |s Initially neces- 
saryv. Units can be stacked four to 
ahex, and the statistics of all units 
in a hex are displayed when the 
cursor is moved into it. This is all 
interesting and satisfying, ana 
reminiscent of | precariously 
balanced cardboard counters, but 
| the effort which has been put into 
| detailing the statistical definition of 
| the counters seems to have been 
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at the expense of any other sort of | 


detail giving life to the board. The 
units are just that = counters. 

Em sure it's a psychologically- 
determined fact that most players 
when loading up a wargame for the 


| indios add Side 


fe 4 against the computer. 
ba 4d Germany has its one- 


pi er and tw e om 
lave an two player game on 


interrupts the on side one 
to allow the player to Input options: 


NATO o Wa rsaw o Nes 


TURN 1 
UP: 3 


pleyeea li chore NATO, for their 
bei ini themse vas 
plerê i Me acrpon los Ae 1,20 
minutes e whiia to Warsaw Pact 
gi pec | plods through its 


H'you've 


and thought “computer took 


too long: about its moves, then | 
Battiefieio 


Germany will drive you 
mad. At least Annals of Rome's 


ACTION PHASE 
PRCT ROUND | 


aê 18 


-S60 

E HPS 'g 
LIA | pi 

C5S3s 


HPOB 


movements are 
interesting to watch. 


moderately 
tilefigio 


Germany offers nothing but a vast 
number of counters moving one by 


one through a blank landscape, 
and certainly on a first loading the 
whole process will be meaningiess 
to the player. H you decide, after 
five minutes, to give up on it and 
go and make a cup of coffee, 
phone Australia or take a walk 


down the street while Warsaw |5:| 


etting on with things, bath 
Tely to come back to 


q | ment 


find that a 


minute after you left, the opposi- 
tion decided to en e in combat 
and the computer will be smugly 
waiting for à key-press from you. 


| rus of the Computers 
turn, there is a further shock; a 
saved game position can't be 
loaded until that tum is over, as the 
player |s given the option of 'ad- 
vance/load'save' before carrying 
on. Useless to think that you can 
choose to play Warsaw Instead 
next time and avoid this wait, 


bacause you must load a saved | 


Pie 8 did pHas: | 


retreat in the wrong direction - 
they are vaporised, graphically. 
e nuclear option is not offered 


| in the one player game, which 
end Êo dr boredom | 


seems untar; | should like to know 
how many people commonhy play 
two-piayer wargames on their 
computers. HR ls, says the 
rulebook, included for authenticity 
more than anything else, and the 
way |s handled is one of the few | 
colourtul features in à colouriass 
game. The player can choose to 
escalate or de-escalate the level 
Of nuclear confiict, but whether Or 
not the decision will be 
implemented depends on the 
state of afairs on the battlefleld; 


20) | the ruling powers can overrule the 


Ê adequate, 


game into tha same setofoptions. 
Patience is the cardinal virtue of 


You ave wa a an hour that 
bu have to wait half an hour for a 


to complete a | 


turn, n, but there really is no excuse 
for the excessive slowness Of 


ired the human player, and 
dg of this is sounded by 
the computer to wake the player 


“when the player does eventually 
a d. computer-handied Potato 
f E 

a phase! is followed by | 


ama This allows a free mixture 
| Df movement and combat, 
Em notsure is a 


Which 
idea; some 
pera may like the free-form, but 

found it was confusing. lt does at 
least allow victories in teto be 

lowed up By advances of units 
which were not involved in the 
a doa Movement is easy and 
affected by means of a 
cursor which can select and de- 
select units treely and move them 
while their movement counter 
decreases to zero, As usual, cer- 
tain types of terrain incur move- 
penalties, and these arte 
explained in the rules, Combat can 


| be initiated at any time during the 


action phase between asjacont 
units, and the method of do 


ig clumsy and initially most us- | 


1 any mistake results in the 
a “attack aborted.' 


Both sides can choose how 
much air sL to give the 
attack, from a ixed pool! allocated 
each turn, and this has a signifi- 
cant effect on outcome. The com- 


| puter seems to be sparing of its air 


support supplies, and a few hea 

attacks each turn will be sure to 
literato its units. Units can be 
destroyed or forced to retreat, and 
If they have no way of retreating — 
or If you. accidentiy make them 


military's wishes. H escalation is 
permitted, the player is alocated à 
certain number of warheads and 
may choose where to drop them | 
nota difficult decision, as itiseasy 


| to examine the opponents's units 


as thoroughly as your own). 
Unsurprisingly, the warhead 
annihilates everything in the hex, 
and'turns it into a blackened radia- 
tion zone which takes up more 
movement points to enter thereaf- 
ter. But, for some” reason, the 
designers saw fit not to incorpo- 
rate this interesting features into the | 


one player game, 
The. rulebook is | pertectly 
describing the 
sequence cf play in order and giv- 
ing charts of terrain effects. Italso 
makes Clear what is à maximum 
level of supply and strength and 
the like, something too many 
games are inclined to leave to the 
player s imagination. tis well-pro- 
duced in pss's usual commenda- 
bla style. | have already received 
letters from people who have 
bought this game and enjoyed it, | 


but to be honest | cart recom- 


mend it tô anyone who doesn't 
have a lot'of patiance and lóler- 
ance enough to ignore the shoddy, 

programming. This game 
is dull, umwieldy and dry anditcer- 
tainhy doesn't work for me. 


PRESENTATION 30% 

The reasonabla packaging is over- 
shadowed by the exeruciating 
slowriess ofthe computer s action 
phase 


RULES 75% 


Effective scene-setting and 
above-average rule description 


PLAYABILITY 49% 

The player's movement phase is 
efficient, the computer sis diabol- 
ical and likelyrto provoko a pulled | 
plug 

AUTHENTICITY 60% 

The scenano is credible and the 
large scale mechanised anonym- 
ity of modem warfare is simulated 
by default 


OPPONENT 50% 


| Aggressive but unintelligent 
| VALUE 45% 


| this game does appeal to you 
then there seems to be hours of 
play (and waiting) in it, but 712.95 
is a lot to pay for exilado vou 
may distke 


vy | GRAPHICS 40% 


Clear enough... 
dull 
OVERALL 42% 
Limited appeal in every sense 


Dut very, VEN 





Producer: PSS 

Retail Price: £9.95 
| The Clash of Armour is the subtitie 
| ptthis latest game from the admir- 
ably prolífico pss, and we're In the 
desert onte more; a 


pero 


locality 


“ingreasingly familiar to wargam- 
“ers. But there's no need to worry 


about getting sand in your boots 


playing Tobruk, because, as the 


pe ging suggests, tanksare-the 
n fighting units in this 'cam- 
ndo 


Elcio 


iii 
pá SEh==|| 7 
nte Tiso 


“Tobruk is a medium -range | 
simulation of Rommel's attemptto. 
break through a vast minefield laid 
by the Alles in North Africa 
between Gazala and Bir Hachieim 
to detend Tobruk, akey Mediterra- 
nean supply point. By medium-. 
that à doesmt 
recreate a single bafile, nor does it 


range | mean 


present the player witha long- term 
extended campaign. The action 


covers a lille over a month, start- 


a. = e 


Zi 
T+ SHPPORT 


E E Fm 


ing on May 26h 1942; and combai 
is bra in a Sai se tum. The 
when. playing nst tre 
computer — “as the iria “side, for | 
À a choice — isto | 

capture às many of the Allied | 


vou do not a 
pases as possible. Tobruk, up at 


the top, rnight-hand | comer, 5. the 


ultimate goal, 


The main display map is a visu- | 
iring representation of. 


“ally Uminsp 
Cyrenaica, with the Gazala Line — 


| the Allied minefiglid = cutting the 


desert in half. According to the 
“rulebook the minefield was only 


| half-completad when the offen- 


sive began, and it is presumably 
because of this that there is a way 
round the bottom of the line. The 


Axis troops begin the game on. 
their side of the line, and all the. 
pasis targets - and the Allied 


forces — are on the other. Identifi- 


cation 0f every part of the map is 


easy, because a Com Box, similar 


to that im Battie of Britain, can be 
| moved over any feature, whether 
unit Or landscape, for an instant. 


report. er “are few. features on 


| | the map anyway: It is sand, sand | 
everywhere. 
Enemy units can be: examined 


byuse gtthe Com Box just as eas- 
ilyas friendly units, “andthe delen- 


“sive strength of oases is displayed | 


Ne The system is smooth to oper- 

“easy to understand, and 
re Data given. on units 
includes their strength in terms Of 
“supply of infantry, provisions and 


“artillery, and the number of moves | 


“the unit can make that turn. 

There are two turns a day, pre- 
dictably divided into Movement 
and Combat Phases, a Supply 
Phase and a Command Phase 


occur every second turn, at the | 
end of the day, Units can be | 
moved at the player's leisure Dy 


means o tha Com Box, in a way 
which is again identicalto the Bat- 


| He of Britain system. Units do not 


have the option of committing 


suicide by passing over the | 


minefigid, | 
treated as an impassable obsta- 
ele. Ertnnino an enemy zone of 
contro! (for the relatively umin- 
tiated, 
immediately surrounding 
enemy unit) arests ana 
though combat is not inevitable. 
The Com Box doesn't et You 


untortunately; ts 


the movement aliowance of; aunit, 
which | found a useful restrichon 
and reminder. Movement orders 


are executed immediately, some- | 


thing else which helps in organis- 
“Ing forces. When all units have 


| been moved, pressing the space 


| barmoves the game onto the com- 


bat phase. In this phase, unusu- | 


ally, combat is an option whichhas 


| ] | to be selected. And here, unless 


you've tumed the thing ol in the 


start-up menu, we hit the infamous | 


pssToken Arcade Sequence. 

| gave my views On this im my 
Battio of Britain review in my first 
column. In Battle of Britain, which 


| is a fast-movina, real-time game, 
| the 


distinctiv tacky arcade 
sequente did not seem impossibly 
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1 Out of place. In the middle of this 
traditional — cardboard-counters 
siratégy wargame, wiich has no 
| other element of moving action, 
this sequence clashes stylistically 
On every level, As might be 
| imagined, you are put in charge of 
a tank. Às |s not so self-evident: 
you are presented with an igon- 
menu of tank functions; the gun 
| turret, shell loading and firing and 
navigation. 

To tum the tank round you have 
to select the navigation mode, and 
trundie the vehicia about defence- 
less while being fired upôn, then 
switch hurriediy to the gun turret 
to fire back without being able to 
move. | found | was just able to 
| pick tanks off by fining shells at 
them, because the shell-firing 
| mode allows Some mobility. The 
whole thing is stur Iy badly 
| designed and unplayabie, K has 
| quite an aftractive on-screen 
appearance, in contrast to the 


“main body of the game, and bears 
all the halimarks — though | dont 
| Know the inside story — of quite 
separate authorship, Tobruk lõads 
with the arcade sequente de- 
selected, and | would advise you 
leave it like that. 
| Unless you're trying the arcade 
sequence, combat |5 resolved 
speedily and simultaneously and 
retreats and surrenders reported. 
Units always seem to surrender; 
vou-aren'tgiven the satistaction of 

a division completely obliterated' 

teparê The supply phase follows, 
and the player is asked to decide 
which units will receive the limited 
resources available. The impor- 
tance of supply in à desert war is 
emphasised by the fact that the 
Axis forces have to trundie their 
mobile supply bases after their 
forces, and protect them from the 
“enemy. This factor adds a lot of 
interest to the gameplay, because 
f both of the supply dumps are 
destroved = and they are 
extremely vulnerabia — the Axis 
side automatically loses. 

The command phase moves 
onto another screen, where 
strategic disposition of resource 
points is decided. Points can be 
put into things like AFV (armoured 
fighting vehicle) recovery to 
minimise losses after battle, and, 
importantiy, into ground strikes 
and mine laying or lifting. Putting a 
sufficient num 
mine lifting allows the Axis side to 
make a neat break in tha Gazala 
Lina, to get some Of the slower- 
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Of points into | ar 

Les side to | OVERALL 65% 
| Nota bad game, but not particu- 
| Jarly interesting either. 


moving units through quickly. 


round Strike allows the choice of 


one bombing target, which may or 
may not have moved by the time 
the order is executed. 

The Instruction booldet is neatly 


printed and entirely adequate, 


providing a short but informative 
summary of tha historical situation 
and quiding the pl briskly 
through. the mechanics of the 
game. There is, however, a lack of 


abviousness in the layout which. 


makes particular things difficult to 
find afterwards, but there are lists 
of the units and their properties, 
command points and their 
strengths, and the obligatory E 
liography to show that 


designer has done his Pede ora 


Tobruk is easy to pick up, quick 
to play, and devoid of long-term 
interest. There are no skill levels, 
which 15 a serious omission, and 


“onmy firstbungling attempt, when 


Iwas just trying to pick up the rules 


ve been overwheimed by the volume of mail I've 
received this month. Keep the letters coming! 'm only 


sorry that severe lack of space allows me to print only | 


two or three. The non-appearance of '“Briefing' last 
month was entirely my fault; my reviews were too long, 
and the powers that be at CRASH Towers obliterated 
it. VII try to make sure it doesn't happen again! Many 
thanks to several people who wrote with instructions 
for Chaos. H'll be passing them on. 


and wasn'tsure exactly what was || 


doing until a couple of turns in, | 
worm. The game has a bit of a hook 
in its very smoothness and 
simplicity of objective, but despite 
the strategic trimmings of the 
Command phase, there's nothing 
in to satisty for more than an 
afternoon. 


PRESENTATION 80% 


Thegame runs smoothty and with- 


“out interruption, unless seu count 


tha arcade sequence , 

RULES 70% 

Adequate — rather unatmospheric 
PLAYABILITY 70% 

Mildly attractive in the short term, 
and very easy to start playing 
AUTHENTICITY 69% 
Lacking in that elusive quality, 
atmósphere 

OPPONENT 60% 

They need to be woken up, and 
even then they do very 

little 

VALUE FOR MONEY 55% 
With no skill levels you get little 
milgage for your money 
GRAPHICS 69% 
Uninspirmg. The arcade graphics 
are baiter. 


e ea as lho fire 
ER loin he ai and he 


Inthe Forest Stenario arm ad 


of your side with spears. Wizards 
cannot be 
| ISé of the large number of 
- Finally à telex has armived from 
Churchill to all hackers. "UR- 


GE ERR cao mm a Ped ls E ame 
Peas STOP. CRIPPLING!| 
LOSS IN AQURED| 


TRÁVELLING..... STOP 


a o eo a Swords of | BRIGADES WHILE edad 
es Better to Nésd wizards with 


TAKE" OFFENSIVE 
ps IN AXIS FORCES . E 


= LOÃD "9? arolhoro am Ive 
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SOFTWARE 


| CLASSIFIED 


Dear Philippa, 
i'm pleased to see that the new | 


are classifications. 


hot reflexes and quick thinki 
The action is fast and furious wit 
ita in the way of qverall plan — eg 
Uridium, Xevious and Lighiforce. 
Change the player into a charao- 
ter within various atmospheric 
scenarios and one has the making 
of an “adventure, Here, the attri- 
butes of different localities involve 


| the player in the hunt for clues to 


solva puzzles and sub-plots = red 
| herrings typically abound. While 
an overall plan may be helpful, it is 
usually only incidental to the 
enjoyment involved in the game. 
The real “winner' is the plaver who 
toams the author's world, rather 
than seeking to solve or complete 
lhe game (eg. Lord of the Rings, 
Bugsy and Kayleth). 

Purists demand that a strategy 
game shouid have a definite 
| Objective, requiring the player to 
formulate short-term tactics and 
plans. t requires time for reflection 
and planning, usually involving 
down turs to break the game 

Vic Elab ape Ri 

il accompan ru 
ard ia fi ses should allow for a 
certain ambunt of logic and pre- 


s 


broom intends to begin her clean | 
io by examining the retation- 

le Etta “strategy and other 

| strat 

“Atthemost popular extremeare 

| Rca type' games, a, | 





| dictability, requiring the player to 


call upon great depth of tho 
as in Ambem, Desen Ratsand Vul- 
Can. 

Although my personal favour- 
tes are pure strategy fia sra 
some deviations do provide an 
entertaining mix. Lords of Mid- 
night cleverly brought together 
aspects of both adventure and 
in a unique manner. 
Rebeistar is an excellent mix of 
arcade. and strategy, combining 

both classifica- 


| the best paris of 


tions. Here, the player has plenty 
of time to study his moves, but 
when the action starts it is fast and 
very graphic —a winning Gseiuner 


tion. AB PI alba q dio 
in adif- 


Retelstar could be appl 


ferent wargame scenaro (for. 
example, cavalry guarding a small 
haager of wagon trains against 


attacking Indians, or 


Wars...) 

Unfortunately, pure strategy 
games tend to appeal only to a 
mingrity. Perhaps the clever mix of 
strategy and other classifications 
is important if wider appeal istobe 
pedia and the genre kept 
alive. 

Mr F D Beilby, Doncaster 


Ai! successtul games have some 
rei in them, as you can see 
vOL examine even the most 


games. As a pret 
student Um Pr into defining 
genres, and Vil be talking more 
about this next month! 


Spectrum 48/128K 


Historical simulation of Gettysburg and Chickamauga with 
high degree of computer intelligence allowing game to be 
played at strategic and tactical levels over a scrolling map 
with hidden movement, for 1 player. Price E9,95, 


AVAILABLE MAIL ORDER - 
Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL. 


Strategy Games. 


the they bath usu 
British defending afortin the Zulu 


even 





STRA TE GY OR ADVENTURE 


Dear Philippa, 
My interest in strategy and war- 
PRA ita began with Lords of 
| an adventure Game 
which contained a considerabie 
Despite the 


the 


amount of strategy, 
fa nat was the alventure 


that attracted me to it, | founi 


strategy route much more enter- 


taining. 
There is a very sublle blend 
between strategy and adventure in 


| my opinion: for, In an adventure, 


an intelligent strategy is needed. À 


| Strategy game is a complicated 
adventure on a larger scale, with 
more possibilties and even- 


tualítes, 
| think the blend between fan- 
tasy oh UA is even greater, as 
; centre around à 
d evil, and an indi- 





ames, Le cia 
ii of Eapo are “individuals” 


Ci a with Ally Hume 
Reis dio is but 
Arade Pico Sob ra a 
- Although some: 
De produc-. 
bemany duff 





gd, per gomos 
ones produced, 


| Woo also like to congratulate | 
| po on yourexcelent column. You | 


ld e pe e dg 
and Sean. 

;  NAORado 

PS | was e AE about pur- 








Chasing ces's Vulcan and LOTHLO- 
RIEN'S h in Aussia. Are either 
of these worth Puyina: Dr can vou 
suggest better? 


Vulcan 15 certaint) worth buying, 
Feb t know any- 
thing about Death in Russia! | think 


that Lords of Midnight is nothing 


more than a cardboara-counters 


wargame with pretty pictures, not 


an adventure at al! = 'm surprised 


| ouro people Josi ço 


ls a mork of art though... a 


classic of computer software. 


Duncan sent me this picture ot what he 
thinks | dress like in my lelsure lime .. 
let's hope they don't see this in Odor 


Spectrum 48/128K 





Fast interactive game simulating batite of Ulundi in 1879 
on Side 1 and a “what if” battle of Umialazi on Side 2. 


ocroling map over varied terrain, 


Price £8.95, 
48HR. DELIVERY - FROM 


tor 1 player, 


They're no pushover. 
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by Rosetta McLeod 


BUSINESS IN TH 
CLASSROOM 


CASES COMPUTER SIMULATIONS have 
produced a range of educational 
Software programs covering a 
vanety of subject disciplines, 
including minority' subjects such 
as Agric ht ure and political studies. 
The prograrrs follow a set format, 
involving asstmiating a wealth of 
information, arm using ff to make 
comect dectisions at critical 
moments. Relevant information is 
presented in a vanety Of ways: bar 
charts, hstograms and maps are 
used to very quod effect, and 
maintain the Players' interes! 
iroughout. Different leveis of diffi- 
culty are also “ofered ana the 
games can be used by one player 
at a time or by smaligroups work- 
mg in competition. 

Aimed at older pupils and col- 
legetuniversity students, these 
programs are realístic simulations 
| ofreal-life situations, providing the 
user with valuabie practice in the 
application of their acquired 
| knowledge: Schools and Colleges 
are placing more and more 
| Emphasis on the importance of 
information skills, and cos's range 
Of educational software certainly 
filts-a gap in the market — there are 
very few educational programs 
avallablo for college students, and 
lewer stillfor the minority subjects. 

The programs are ali tor the-4BK 
spectrum and cost [5.95 each. 
They. can be obtained from, cases 
COMPUTER SIMULATIONS, 14 Langtor 
Way, London SE3 TTL 


AIRLINE 


it's your ambition to be the chair- 
man of a jarge company, now is 
| YOurchance lo assess your poter- 
| tial, In this simulation, you adopt 
the róle of chairman of L-Air, an 
-girline which starts up business 
with £3 million. You have 7 years 
to Increase your net assets to the 
ES0 milhon necessary to take over 
British Amwavs! You have to 
decide on the number of aircraft to 
| operate, whether to buy or charter, 
the level of staffing and mainte- 
nance necessary, the duration of 
fuel contracts and when to repay 
hoars. 

Próblems encountered include 
tax demands, increáses in fuel 
costs, and loss of revenue result- 
| ing from cancelted flights. strikes, 
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| throughout by 


o £30 million, 


hijacks, air crashes and sabotage. 

The information is presented 
thróugh histograms, bar charts 
and graphics. The first char: dis- 
played sa bar chart showing a 
forecast oí the passenger payicad 
for each level of activity. Using this 
information, the player must 
decide or the best airerafi to Use, 
and then finalise his choices after 
looking at the level of revenve 
expected, Vihen this-is abóve nor- 
mal, ft may be cheaper tó borrow 
money and buy airóraft instead o! 
Cchartéring. 

The market rate for each DC1O 
5 210 million, and when aireraft 
are purchased for more than this 
amount, tha addrional cost is 
debited against the capital 
reserves, thus reducing net 
assets. Crew costs are fixed at 
50.000 per DC7O while the cost 
Of maintenance is 280.000 for 
each amrcraft. Results of trading 
are shown in the torm of profit and 
los5 accounts and balanceshests. 

The graphics are excellent, and 
the plaver's interest is maintained 
the constanty 
changing information — you can 
even read Financial Times reports 
and receive Telex messages. 
you succesd ir reachino the target 
then perhaps 
Richard Branson may have a rival! 


CROPPER 


Mimedc at students of Geography 
or Agriculture, Corm Cropper isa 
simulation Of a commercial wheat! 
larm. The player begins with cash 
resources of 250,/000. 30 acres of 
rich arablé land, a tractor and two 
tarm workers. He must then build 
up his asseis to £250,000: 

The menu allows the userto call 


SOC LrrITEsM 


ETSR TN 


vp information of diferent types: 
the wealher lorecast shows the 
hkelyraintall and average temper- 
ature for each month, but = as with 
all meather reports — this cannot 
be relted upon totally; the crop 
status histogram shows lhe stage 
of growth that the crops have 
reached, togelher with information 
on wrether or not a fertifiser has 
been used, a farm map, showing 
the cuitivated areas, must berefer- 
red to belore decisions to plantare 
made, and the cash account 

shows the monthly expenditure 
and recepts. All in all, a wealth of 
information must be accessed 
before the player decides to take 
any action. 

A report is shown at the end of 
each month, detailing the results 
ofthe decisions taken. Unforesgen 
problems arise from time to time, 
including such disasters as frost 
damage, rats eating the seed com, 
and even the dreaded fre. The 
accompanving notes Include 
some useful hints: players are tola 
for instance, that crops need an 
opumum level of water each 
month, and that fenilismo two 
month old crops doubles the viela, 

The program contains five levels 
of cificulty. providing students 
wih a very realistic and com- 
prehensive simulation. dt ereta 
drives home the point that farming 
i2-a highly technical and special- 
sed industry! Com Cropperis cur- 
rently used for the secondary 
school Geography syllabus and in 
Agricultural Cólleges. Amazingiy 
enough, a French version is also 
available! 
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pERIOD 1 = 
press enter” 


CoJB [elo dom d 


According to my dictionary, 
“oligopoly' means “a market situa- 


| ion in which control over the sup- 


ply of a commodity 1s held by a 
small number Of producers, each 
ot whom is able to influence prices 
and thus directly altect the posit- 
ton of competitors.” 

Thig game is a management 
simulation for one to six players, 
and the objachve is for each par- 
icipantto create wealth ata faster 
rate than his. competitors. The 


computer gives each player a bal- | 


| ançe sheet fór lhe year, genstates 
| a foreçast for demand and costs, 
and tells each manager about the 
capital goods industry. 
| Using the computers informa- 
ton on price, production, market- 
na, research and development, 
new equipment and dividends, lhe 
managers have to make decisions. 
When gach has done so, the com- 
puter compares these and dis- 
plays two reports for all firms. 
Results may be. kept secret by 
agreement, as the program 
| includes the option Of using a 
printer for annual reports, fore- 
casts and newsflashes. 
A bar chart compares the share 
| values for each firm, and à pie 
chart shows each firm's share of 
| the market, Qccasionally, news of 
| imports, overtime and changes in 


sd 
ER = 


ad = = e 
as REAMS 


taxes may be flashed up on 
screen, and this new information 
may make it necessary to alter 
decisions. 

à duration of between 2 and 50 
vears is selected before play 
begins, and a useful feature is thai 
even if a game were to be played 
twiGe with exactly the same deci- 
sions the results would be likely to 
diter as tha computer generates 
random factors, | also like the way 
in which shareholders demands 
have to be taken mto considera- 
ton as the managers decide how 
much.of their profits to share with 
them! you think you have entrep: 
rengurial skills, try them out with 
Oligopoly! 


PRINT SHOP 


A simulation almed at Business 
Studies students, Print Shop 
covers a penod of 12 weeks In 
which the student becomes sole 
propretor of a small prointimg 
works. The prospective 
businessman is asked to make 
judgements on the following: the 
number and category of staff to 
emplov:; the amount and type of 
paper to purchase; the quotation 
for each job and the scheduling of 
work in an optimum week. The 
objective is to próduce a net profit 


ot over 24,000 in the first three 
months of trading, making deci- 
sions based on the weekly trading 
accounts, profi and loss, and bal- 
ançce sheeis. 

A great many faciors must be 
taken into: account when, for 
example, hinng staff. À supervisor 
must be employed for every five 
production staff, and new prem- 
ses are required (at double the 
rentiwhen this number nsesto ten. 
Ithasto be remembered thatadol- 
tional staff will be needed when 
orders start to increase, but as dl 


“takes three weeks to tran nem 


emplovees, production will not 
increase immediately, HH may 
therefore be necessary to contract 
out certain jobs. 

This is à paricularhy good simu- 
tation, in inhich students have ta 
make a large number 6f decistons 
after having assessed a wealth of 
information, The information is 
presented clearly both on the 
screen and in the briet accom- 
panving notes. There are tinee 


| leveis of difficulty, but I'm afraid | 


wasn't even successful at the 
gasiest ot these — to be honest, | 
managed to incur losses, which 
resulted in the net asseis becom- 
ing negative. The banker forec- 
insed and the business ceased! 

Print Shop certainly tests your 
business acumen to the full, and 
creates a feeling of true involve- 
ment in the wocdo ol commerce. 
An enjoyable and challenging pro- 
gram. 


SUPERPOWER 


Superpower is a strategy game 
showing the superpowers imihu- 
ence over Third World countries, 
and is intended. to supplement a 
Political Studies course, Each 
player runs the inteligente agency 


ota major world power, with the 
| ultimate aim of protecing his 


power's Assets in a continent Of 
developing countries. 

At the beginning, each player 
has assets in the nine Third World 


countries, and each is struggling 


to achieve the highest ráte of profit 
growth. This might be brought 
about by peaceful strategies, such 
as building a defensive allante 
among the strong countries, or by 
more agoressive means Such as 
encouraging nations to nationalise 
a rival's assets. À vanety of infor- 
mation is available; a reporton any 
country shows its stability, wealth, 
foreign relations and govemmem 


| spending; a comparison can be 


obtained between nations interms 
of industry, debt and. government 
snending; or a study can be made 
of a superpowers assels table. 


| This information should help the 


piaver to make decisions, includ- 
na what to do about Investment, 
foreign policy, taxes and the 
armed forces. 

Annual budgets must be 
adhered to, and the players must 


| therefore indulge in a vanety of 


strategies, either to maximise the 
growth rate of their own country Or 
to minimise that of the others. A 
player might, for example, find 
himself weighing up the argu- 


ments and counter-arguments for 
persuading a friendly nation to 
spend more on welfare. While this 
might reduce expendiure on the 
hated police force, It could mean 
that-the country |s left unprotected 
from coup or assassination 
attempits. 

A detailed understanding of 
political theory is a pre-reguisite 
tor the successful tackling of this | 
program, Dut it is useful in extend- 
ng a students depth of under- 
standing. 


MANAGE 


This is-an interactive management 
game for two players which canbe 
used to supplement a Business 
Studies curriculum. Alternatively, 
it couldhave a part to play in man- 
agement training and economic 
studies. The aim is to teach lhe 
users, by placing them in a role- 


| playing situation, about the signifi- 
| Gançe Of pricing policy and the 


correct  alocalions ol 
rBSQUTCES. 

Participants begin with 27,601 
in cash, and 71 units of-stock val | 
ved at E35.395 each. They must 
then make decisions covering the 
price of goods, marketing expen- 
diture, producton/research costs 
and piant additions. The results of 
irading are shown by siatements 
and by a line graph of orders and 
sales, 

Am excellent feature (8 that the 
plavers' decisions Interact with 
gach other, teadingtoa sirong ele- 
ment of competition. K's interest 
ing that players are forced to mare 
irmmediate decisions, while always 
bearing in mind the long-term | 
objectives for improving the per- | 
formance Of the company. | 

Although no detaded financial 
knowledge Is required, Ms 
assumed that playérs will De able 
to assimilate the fairty detailed | 
information supplied. The game 
may be played wilh or without-a 
printer, but if one is used, the 
results are not displayed on the 
screen, thus ensuring the com | 
fidentialty Of information, ana 
making things more dificuit for an 
opponent! 

The instructions are cleary 
explained on the intay, andas this 
game does not depend on luck, 
ihe winner can be sure thatitis his 
knowledge and acumen which has 
made him successful! 


cash 


Control keys: clearly explained 
and kept as simple as possible 
Keyboard play: very good 
Graphics: sensible use of graphs | 
and tables in most programs. The 
graphics in Airtine are particularty 
good. 

Use of Colour: limited 

General rating: interesting and 
realistic simulatións of different 
busmess situations, useful for 
enctouraging theusers tolhandiea 
wealth of different information 
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FIREBIRD vero offering all their 
Silver Range in |ssue 38 to one 
| winner, and for once its a girl: 
| Miss 'G Hinton from Siafts, WS12 
4BP. That's à lot of playing you've 
got thers! 200 runners up each 
| Speisbradão copy | of The Heim. Take 
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Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
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erran 


AND PROCESSING PROCEDURES 


Automatic Test equipment is used fo assist in the repair of al 


à tesdino computer products. Many of these have been desighed 


and built by Verran and subsequenily sold throughout the world, 
The advanced technology allows us to offer our repair serves at 
poee-bottom prices to all our customers. No one can match us ih 
peribrmance and price, 

Guaranteed reliability is one of the most important points in 


à he selection of who should repair your computer. We are proud to 


piler our SIX MONTH GUARANTEE. Within the first three months 


E we will repair any fault FREE. From three to six months onty haif 


| the quoted trade pnoes would be. charged É your computer 


developed a fault, 


To record the safe teceipt and despatch of your computer we 


| have invested in the most advanced computer system available. 


Fach customer umit is logged and checked before return. Wiulsi 
vour computer 15 1h our possessmn, OE ti transit to YOU, cur 


ipsurance provides comprehensive cover. 


To be assúred that the service you get 15 the best available — 
AN 


| se Verran. We always remember ihat QUALITT E 
ALWAYS THE RESULT OF 


| ACCIDENT, IT 
| EFFORT. 


S0AK RACK TESTING subjecis your computer to a rigorous 


DO genes ol tests quer a period of between 2-B hours. Stringent quality 


gincedures like the soak rack ensure the high standard o sermos 
pur customers have come to expect, 


UNBEATABLE DISCOUNT 
ON ALL COMPONENTS 
Over £500,000 worth of components currently in stock. 
Uniortunately we are unable to display our complete 
range, il you require items not displayed just give us a call 
on 0276-66265 and we will be pleased to quote including 


delivery by first class post. 
SPECTRUM SPARES COMMODORE SPARES 

BO CPU 280 GS) Processor 12.00 

ULA GCOO1 TOO 6826 CIA 12.00) 

Power Suppty E.50 656! Sid Chip 15.00 

ROM TOU aQl225 Graphic ROM H0.00 

4NE RAMOS 19 501226 Basie ROM 10:00 

ETA SU 40 auiga! Rermal ROM 15.00 

DIREI 0 306114 House Keeper Lo CO 

Keyboard Membrana 569 - VIC 18,00) 

Spectrum 3.00 4164 RAMS - Memory RA 

Specirum Plus ROO Pomar Supplies 

Metal Templates 3.00 COM 15,50 
E Keyboard Mais 2.00 CX 15.00 


hi ihe above prices include VAT but please enclose a further E1.50 
post and packing on all component ordeis. 


EUROPE'S LEADING 
ER REPAIR CENTRE 


TELEPHONE (0276) 66266 TRADE A (0276) 62617 







MICRO-MAINTENANCE LIMITED 


TELEX 858199 Verran G 


OVER 3500 PRODUCTS 
REPAIRED EACH DAI... 


Et our Head Office in Camberley, Surrey, we provide repair 
facilities for leading companies such as Amstrad ple, 
Commodore Business Machines, Sinclair Research, Rank 
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and 
many more. Now we are going to offer you the consumer 
high quality repair services at TRADE PRICES. 

In the UK we employ 200 staff to fulfil our customers re- 
quirements in a quick and efficient manner. Factory space 
of 32,000sg.ft. and offices in Switzerland and Cermany now 
make us the largest and most advanced computer repair 
centre in Europe. Your computer and software is worth hun- 
dreds of pounds - send it to Verran and you will undoub- 
tedly receive the best service available. 


FANTASTIC LOW PRICES 
ON o LEADING ge ii 






















To obtain a quotation on any other product just call (0276) 66266 
quoting the advertisement reference number. 
(See bottom/left) 

TO OBTAIN TEE BEST REPAIR SERVICE AVAILABLE JUST FOLLOW THESE STEPS: 
E io acta iii o pr anca ni pa postal order (made 
payable to Verran Micro-Mainterance Ltd) or quote your Access or Barclapcard Mamber. 

2 Quote the special offer reference number displayed at the bottom of this advertisement tor 

your E5.00 DESCOUNT on the trade prices, 


LETTERS FROM QUR CUSTOMERS 
Traally EMF mtast write giriel tando pu for the excstlent serve | received, 
tha | Giber, Piymosih 
“Lam extremely delighied and would Like to thank you again for the quick and ellicien! service 
of pour company”. Paul Denadd, Abendosri 






erran — WMicRo-MAINTENANCÊ LIMITED 
UNIT 2H & 2] - ALBANY PARK -: FRIMLET ROAD 
CAMBERLET - - SURREYT GUIS 2PL 
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FEATURES TABLE 


Windows = IGons - pul-down menus - polnting devices 

AN information on-screcn | 

Works with Keyboard and Kempston, Cursor, Interface ? joysticks 
Mouse option 

Do! matr printer dumps - five sizes plus grey-scale 

aupporis Fº Centronce and RS242 mtertaces 

Save and load pictures to cassette 

Full Control over attributes 

t& pens, S'random sprays, 16 user-definable brushes 

Etriti te qricis 

UM fecinty 

Windows can be crieared. Iinvorted, cutã pasted, arniarged, reduced, 
squashed, stretehed, Hipped and retated 

Sold fill 

Taxturedi!- 32 user-definable-patterms include-stipplos, hatches. bncks, 
rod tiles ola. 

Wash textura facility 

Trge levels 0! magnification maith pixel edit, pan and z00m 

Text - nina characiar sizes, Iwo direetitns, sidemays, bold 
Fontedior «clear, invert, flip, rotate characters or whole fóni, copy ROM, 
capture fest fre inicio 

Save and ioad Jonts to casserta 

LINES, reciançães, Inangies, Cirdes and rays 

Snap and elastico shapes 
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before selecting the INSERT option, 
For paste-up it may be necessary to 
select orie of four EPs boxes, 

which provides access to And part of 
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| Once again CHEETAH have 


made devastating Inroads 
Into the hi-tech end of the 


music business with their 


latest product, the Midi 


| Interface. Jon Bates gives It 
a definite thumbs-up and 
reckons that you will too. 


“Selling at well underhalfthe priceofits 
poda fa pa real 





es en ltwas first rumos 
NS CHETAM me in the process of 
midi interiaçe. As it was, 





os ici ego | 
| timestheprice. drooling 
| = down tothe a 





a E 
with mid 





the main screen adges when dumping | gety 


ocrapbook designs or the main 
scraen, Delete can be aecomplished 


dr oronthe whale: 






| Me AR function has been added to 


tha SHAPÉS menu. This isa fractional 
partofa circle, The first two points 
define tha extremíties of the arc, and 
the third point defines the curvature, 

the arc does not necessanty 
fink up to the third point for some 
“cbscure reason. 


É CONCLUSION 


The Advanced OGP Art Studio is a 
egito extension to Artstudio, Ram- 
E Spa a long way to providing a 
vironmentto the Spectrum 


| 128K and incraasesthe working speed 
| enormóusiy. The addition of a Scrap- 


book enables designs to be trans- 
without much fuss from one 


| “Soreento another and makes this user- 


barto be recorded it tums red. 








the rd Paio menu. um Puedo 


each department justice and talk 
through it. e pe 


Real time recording is first, in sec- 


tions that you predetermine from 1 to 


64 bars inlength=knowrias 'Verses.' 
Hound this namea bitoddat first, but 
ir The réal time. 
option is calisd' Recorda Verse": high- 
light that part of the menu and away 
des ia gd, nos 


willhear a metrônome beateither from 
le piesper or the television set. Each 
sou ge get a two bar count-in. The beat 
ore you need to stent the border 
turns yellow andon the firstbeatofthe 
There 
isaconstant ation of beats 
prado a quaint arrangement of 
ban a squares, The time defaults to 
4/4 at VIE beats per minute and fora 








cá offourbars Atihispointit 
E gi br St Nag 


Sel ORE tr | comection) 
options from none at ali e to half notes 


| | rinims takingallthe tripletnotes into 
eeccuntam 


dr oil 
are playing with what drum machines 
| cal vino Isort of ike Status Quo 


“dum da dum da dum. Having played 


will repeat anyway 


:'B4 bars you've à longis 





IHEDTECHE:: 





bars you have several 
rbd Restart which lets you hear 


“what you have done and add more 
overthetop otit-if 


you are really con 
dent dont op ar the whole thing 
ay complete with the 
twú bar count-in. À point to remember 
À& that the recording process can only 
be haltec at lha end of the defined 
number of bars. So if you have set up 
sh viait. | found 
that you can overcome this erank= 
fobia , tempo 
o e do gd 


| mid-fight as you 


'Merge' puts de recorded section 
Vad memory 'Append' 


eins dio Ab You can 


Emotion 

end sothat the new section 
enthemy IEyi "vefouledup 
the whole issue, aim for "Quit" and start 


Ce e me 





CHEETAM package allows eight tracks. 
RE Each. 


assigna 
track can haveupto 16 verses iabelled 
AtoP. À varse can be up to 64 bars 


long. That's a lot of notes, There is no 
nead to panic about. running order at 
this stage because at the moment all 
you are doing is commitiing sections 


toatrack, These can be re-ordered at 


a later stage to complete the whole 
magnum opus. Duff or unwanted ver- 
ses can be deleted to make more 
róóm. You can Bven reverse a verse — 
ptayitbackwards, the notes will sound 


formards (unlike reverse tape) but just 


played inreverse order. Aversecanbe: 





shifted up or down by up to 12 


semitones = that's one octave; The 
on ia you canto e en 
improvise a soló as you are 
Ieted to a maximum Cadena 
depending on whelher you are 
real fast and gui ts ci memory — 


 extravagant things like 

| piteh bend, MRE cas Ea fre 
| as you willses, Mind you, 64 bars can 
| e quis era Uno ap 


its from your smeatings over 


Peisáisi a o die ad 
| the following! 
“Define 






Sequence” Tacks" allows 
youto define the tracks and verses you 


THE CHEE TAH 
MIDI INTERFACE 


| wishtohear whilstracording new ver- 


retum to editmo 


Over BM 














ses. Just to keep things In order you 
can optto switch oftat track which 
would be counterproductive at any 
point to the whole proceedings. 

Ithas occurred to CHEETAM that we 
can E or dledadpr we think or would 
like, so there isa step-time write/edit 
option =this has to be one of the 
Paso espiao lhave used, Notes 

: ablongs of propor- 
Nionei length and th a serolis left 
to right, bars and beats Indicated by 
vertical ines. By cunninguseofmeva- 
ble horizontal and vertical axis, notes 






Malta 
sereen, q da hd 
to use, in fact | guess you cout step- 
write the exacting bits first, play them 


back and liven them up withra fe 
alfresco 


notes here and there. The. 


“Playback' mode lets you here the bits 
“you have done so far from the begin- 
“mina, pe a pi 


1 and select song 
page." Once again utilisinga very sim- 


ple display, the track assembly is really 


gasy to use, Simply move the cursor 
around the screen and line it up with 
the position you want In the track, 


enter the letter name of the versa (sec 


tion) that should go thereandthal'sit. . 
I've discovered a few hints and tips 

y long weekend with this 

interface. Try to map out your pisce 

beforehandas E save you frustra- 

tioniater, Keep anote of the particular 


| sechons and their track number and 


verse letter = ifyou thinkofitratherike | 


an eight track recorder you will then 


keep the individual instruments fairly 
- Perhaps | should mention 


Pr lb 
“super extravagant and liggeda load of 


tone modules and synths pusa 
YAMAHA GXS music computer so | realhy 


“gaveta hard time, also foundita 


goodidea to record the note first, cor- 


rect any blunders, drap them into the. 


memory and then use the 'merge' 


- option to add any program 


1 changes, 
pitch bend, or modiaion that | might 


| Lei ppa that track 


Simon Goodwin's Tech Niche piece failed to appear 
this month due to unforeseen health pruurnaa Get 


well soon Simon, and speedy return. 
Jem posted, 


- We'llkeep 
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any muie shop and what's more it's 
Bntish. Say no more — getone now. 
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Producer: Konami 
Retail Price: E7.95 


he inhabitants of the planet 
Nemesis are under attack 
from the forces of Bacterion. 
You command a protecting 
squadron of three space fighters 
in a brave attempt to destroy the 
invading fleet. To succesd in your 
mission you must pass success- 
fully through four sections — forest, 
space islands, an alien graveyard 
and the interior of a Bacterion bat- 
tle cruiser. The Mother Ship at 
each section's end must be 
destroyed before vou and your 
squadron can pass onto the next. 
Your craft flys up, down back- 


wards or forwards. As your space | 


craft progresses through each 
section you come under attack 


from Bacterion craft, suriace walk- | 


ng tanks and cavern emplace- 
ments. A direct hit from an alien 


ship or missile causes the loss of | 


one of your three ships. 

For initial protection your craft 
cares only a cannon, but as 
opposing attackers are destroved, 
Huminated credits are occasion- 
ally released tor collection. Each 


successive credit gives an 
increasingly powerful additional 
feature — extra speed, airto- 


ground missiles, double (4 cannon 
enhancement), laser, multiple fire 
unit and a defensive shield, Às this 
is done an appropriate icon is 
Muminated at the base of the 
screen. Up to four speed bursts 


and air to ground missiles, two | 


| groLNO — 





“Nemesis had the sort ofapp- 
sa! in lhe arcades that costa 
lot of people a lot of ten pence 
pieces. However, lhe Spec- 
trum conversion seems to have 


lost all the appeal of its big | 
| Brother, andits tack of piayabil- 


ty loses any of the original's 
addictiveness. The ship is very 
urmresponsive to quick key 
Presses, and colision detec- 
Hon is very suspect. The visual 
effect is ruined by the stupid 
sScroling stars in the back- 
they are very hard to 
distinguish from the bullets. " 
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“ This is a disappointment, but having seen Kxonami's Jail Break, 
Em thankful that it's not totally abysmal. The presentation is 
awiul, response to keyboard input on the title screens is much 


too slow and the redefine key 


option leaves a lot to be desired. 


The gamepiay is laughably different to that of the Arcade original, 
this is a shame as the feeling of the machine has not been cap- 
tured in the Spectrum version. Without this feel, Nemesis is just 
another shoot 'em up and for near eight quid not a cheap one. ” 
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| “Gosh... Transmuters twin | 


| brother! Nemesis however isa | 

| touch less playable than its | 

| cheaper rival. H's a pitythatthis | 
conversion by KONAM! is SO 
poor, as the arcade original 
was both tun and addictiva, 


The graphics are reasonably 
| quod, the backgrounds and 
engmy craft are nicely 
| designed and animated, but 
it's a pity that your ship flickers 
so much, Essentially, the game 
is no more than an averty 
difticult, overpriced and mostiy 
| unplayable shoot 'em up. 


multiple fire units, à single shield 
and either lasers or double air-to- 
ground missiles can be carried. 
When a feature has been added to 
the space ship's armoury the icon 





becomes inessential, When a ship 
is lost all the features that it has 
gathered have tó be collected 
once again. 


COMMENTS 


Control keys: definable, up/ 
down, leftright, fire and select 
required 

Joystick: Kempston, Interface 


Use of colour: fairty colourtul, 
some ciashes but not serious 
Graphics: small with adequate 
detail 
Sound: average title tuna, 
ares spot FX 

kill levels: one 
Screens: scrolling play area 


over five levels 
General rating: À disappoint- 
ment for Nemesis addicts, 

| targely through its implementa- 
ton, 








MR! 





Producer: MAD 
Retail Price: £2.99 
Author: Stuart Middleton 


ndiana Jones, lan Botham, and 

Roland Rat eat out your hearts. 
M Think you're real heroes huh, 
but wait until you've seen this guy 
action. And the guy — well he's vou! 
There's a choice of three locations 
and a predicament in each — to be 
ahero or a quíless wonder? 

Inthe land of Pharoahs, cameis 
and an awtul lot of sand lies an 
ancient tomb = and you're locked 
im it. An escape through its pass- 


ages and rooms must be made if | 


you're to be home in time for tea. 
Within tha mausoleum are seven 
types of doors, each requiring its 
own key. When all seven have 
been unlocked out you can stag- 
| ger into the bright Egyptian sun. 





“ think like this! Nice big do tos with pienty of colour, and most 

characters are well defined. nasties tend to fiicker, though, Witch 
is somewnat off-putting. A meat trick is to let you select the starting 
level. The game's rather slow, making play a Bit boring but its addic- 
ton is great. | fail tó understand how deteriorating pinsapples reflect 
your health status; is our hero a secret pineappie satar? As a shoot it 
fit moves game it's quite good and worth the money. 





| and mummies o li and your 


health is serously affected by their 
bites. Two pineapples on the right 
of the screen wither when bites are 
sustained. Protect yourself with 
accurate gun fire and enjoy the bits 
of food left by previous explorers 
to see those decaving fruit 
restored. 

Ônce out of the tomb, rather 
incredibhy, you find yourself the 





But the museum you work for 
wants 24 pieces of ancient tablet 
collected from the tomb. Return- 
ing without them would not onhy 
look rather cowardly, but put you 
on the dote, and in these UB40 
days, there aren't many openings 
for Egyptologists, 

You make the decision. 

Whatever you decide, you'll find 
some aggressive spiders, snakes 


- 


- How to be a Hero looks good. The graphics are big, bold and 
colourtul, and though the aliens flicker they're quite bearable. ft's 
assentially playabla, and therefore, as itisn'tioo difficult, and you can 
select your starting level, it's pretty addictive. The instructions are too 


| hard'to read; but this doesn't ruin whatis a brilliantly simple game that 


doesn t take any skill to understand or even to enjoy. Good for the 
price. 








» Seen from above, our hero in blue sesks for scattered pieces of the ancient tablet, while mummles gather In the gloom, 
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“ MASTERTRÔNIC'S last 
Gaunilet variant Storm was 
| disappointing to say the 
| least, How to be a Hero Isn't 
much better. The action's 
boring, repetitive and some- 
times untair = nowadays 
nobody wants to search a 
maze for hours and then get 
| killed because he can fight 
off more than three badd 
at one time, The graphics are 
large but simplistic, more 
detail could have easily been 
added to make the dull play- 
ing area more interesting. 


The sound is also below | 


average with no tunes and 
-- Given that 


three | 


games, How to ba a Hero 


offers reasonable value, but 


it's a package | wouldn't rec- 





| ommend. ” 


Sols survivor of a space ship 
uncontrollably off course. Finding 
and using the comect security 
passes opens locked doors to 
reach the escape craft. However a 
real hero wouldn't just abandon 
ship, he'd find the 24 pieces of cir- 
cuit board required to fix the ship, 
bring itunder control, and stillhave 
time to send a posicard home to 


| mother. Again watch out for alien 


attackers, your life's in danger. 
Snoot them quickly and collect 
supples as you go in order to 
restore your health. 


Hero or space-wimp, thechoice | 


|5 VOLS. 
en, just when you thought 


| that space was the final frontier, 


you're transported into a mutant 


| City, Searching for a vital docu- 


ment. The document has been 
tom up and hidden in (guess what) 
- 24 locations. Lying about the city 
are keys, which allow passage 
between buildings in search of an 
escape route. But escaping with- 
out the document results in a court 
martial and a docked pension is 
inevitable. 

In all scenarios you can pause to 
save position. 


COMMENTS |. 
| Control keys: up/down, left/right 
“ad fire - ali definable 


| Joystick: Kempston, Intarface 2 
Use of colour; average but boldin 


usa 
| Graphics: large but undetailed 
| Sound: no tunes, minimum variety 
of ubiguitous FX 
Ski levels: one 
Screens: throe scanarios 
General rating: Mixed reviemer 


tegiinçs, but onthe wholeasimpla, 
addictive game. 
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Producer: 
Melbourne House 
Retail Price: E7.95 

| Author: Consult 


ealousy and the desire for 
Power is the backdrop to 
Mike Singleton's latest cre- 
ation = Throne Of Fire. The Story 
telis of The Burning Citadel, a for- 
tress high above the desolate 
planes of Carakesh, where stands 





The action takes place within 


| the 100 rooms of The Burning 


Citadel. The screen is split verti- 
cal from top to bottom, display- 
ing the character currently control- 
led, the action window — which 
lustrates the movements of the 
characters, the castle map indicat- 
ing the positions of your charac- 
ters, and your additional support. 





BEN 
“ Throne of Fire is a good Idea which has been implemented well, 
there is a problem though, it's much too easy to play and com- 
quite sufficien to make it as playable or: dictive as it should 
be. The large and bea animated characters and the atten- 


tionto the detail ofthe castie Ralo miaão trio of Fire look excep- 









an empty seat, the Throne of Fire, 
vacated by the late King Atherik, 
His three sons, Alorn, Cordin and 
Karag, desire the seat of the 





 Karag decides to go it alone, while comardiy Alom reties on his henchmen to do 
his dirty work. 


HI HRMS 
-:JLON TFRIDE 


MEN BJ 
EN 


| Throne and power of the land, and 
are prepared to batila ni out tô a 
bloodthirsty end, - 

The game Can be played in two 
ways — either two players taking 
control-of two of the three Princes 
| and the computer taking the third, 
drasole player taking on two com- 
puter opponents, 


PA UL 


“ Mike Si n doesn't half 
côme up wi pb 
— and the programmers have 
dona a great job of implement- 
ing his ra he 
screen works well, creating 
tenty of tension in the atmos- 
phere — much like Spy Vs Spy. 
Ligar player e a bit 
weak — being ml pasyto 
be df any challenge. Where 
han is of ça E e 
5 when Ea agairis a 
the chal- 


man opponent, 
pe tobeatthe cf is 
immense. you're a single par- 
ent of your Spactrum then think 
first, as you may end up com- 
pleting it first time and be left 
with Another unused game. it 
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99 MEN PJ ARMS 


Mike leton (of 
ae a b 


name 
| apo tita 


Rooms are shown in perspective 
looking front to back), side doors 
laad left or right and doors at the 


back of the room indicate stairs | 


leading either up or down. 

To begin with, there are nine 
men-at-arms under the control of 
each Prince. However, as play 
progresses, this may increase or 
decrease as some are killed off 
and reinforcements are brought in. 


| Men-at-arms come in handy for | 


doing the Prince's dirty work — 
bumping off the other claimants 
for the Throne. The selection mode 
is entered to take control of one of 
the men-at-arms, allowing a player 
control of the horizontally scrolling 
Citadel map at the bottom of the 


screen. The Citadel is scanned | 


using a cursor, and rooms may be 


| entered as long as they are the 


same colour as the heart at the top 
of the screen. The selected room 





» Karag and Alom engage in hand to hand combat in the batile to become their 


father's heir. 
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then appears in the room display 
window, 

Characters who are Jin 
allegiance with a player, but not 
specifically under control, are | 
unable to move from room to room 


al = E d Ê 
DLITILo 

















E 
nr 
do 


Mora 
EILIEE 


T 


ii 






CITLITID-. 


| ment of their space fleets by 
| destroying their Attack Bases. 


99 MEN AJ ARMS 
A A sem Ed a ICE. 


“e  Fratricide rules OK! Prince Alom dies at the hands of his brother Karag. 























of their own accord, They are, 
however, able to defend them- 
seives. Additional weapons are | 
found scattered throughout the 

Citadel and can be picked up for 
| tater use. Strength and energy are 
| measured by a beating heart = it 
| lhe hearts stops the character 
pops his chainmail socks. Charac- | 
ters regain their lost strength by 
resting, or by entering the Throne 
Room, Gate Rooms or using 
magic potions, 

Reinforcements appear in the 
Gate Rooms, they enter empty 
rooms and automatically take side | 
with the last character to be in that | 
room, lf no player has been In the 
room the new arrivals join the 
ranks of the King's Guard. 

The objective is to seize the 
power of the Chtadel; achieved by | 
| à player taking his Prince to the 
Throne Room after disposing of 
he other two. On gaining the 
Thróne, that Prince becomes King, 
| | power is his and the crown is pre- | | 
UN sented, | 





' Retail Price: £9.99 each planet before and after each 
“Author: Simon Freeman | attack. 


|| the dreaded Zylons = led by Chut, 


systems. Fly fighters are | adays people want a bit more than 
| destroyed by the PulseLaserCan- | paintiess pixel-pulping. The planet 
non, with 100 points awarded for | graphics are flickery and little 


| Causes overheating and leads to 


play. Fly Fighters are followed into 
the fra 


Dest 
Star's laser automatically changes 
| to the 

with 500 points eamed for each 
kill, The 
are worth 5,000 points, The third 


switching to the Weapons Sys- 
tems Mode on tha Tactical Scan- 
| mer. Damaged shields are repaired 
at one of three friendly space sta- 
| tons. Whilst there, the ship's 
energy levels are reptenished, and 
"any used SSB's replaced. 


the position of planets, space sta- 
tions, Zylon squadrons, the liberty | 
ay area Star, and displays warp trajec- 

ind | toriesplottedto distant objectives. 


bases are picked off with a combi- 
nation of tha Tactical Scanner and 





Producer: Electric Dreams| SsB's. A status report is given on 












































he Federation is in trouble 
and. they need you back. | 
Teris is under attack from 


















O “it wouldn't be much of a | 












theman you defeated solongago. | compliment if | sald that Star | 
Your mission is thus, to detend | Raiders Il is just as good as its 
your home star systemofCelos 1V | predecessor - because | didn't 
(the glacial planet Arcanum; the | like the original very much! This 
desert world of Seridus; Teris itself | shoot 'em up is reminiscent of 


and f's moon Imbri), obliterate 
Chut's Master Force, pierce their 
stronghold in the star system of 

cyon, and prevent replenish- 


the excellent Code Name Mat, 
but not as much fun to play. The | 
only enjoyment to be had is in 
blasting anything that moves.” 
GARETH 
O “Why ELECTRIC DREAMS 
ever bought this is a complete 


mystery to me, it's ons of the most 
boring games that I've ever seen. | 











The Liberty Star, the latest in | 
space dar technology is at your 
disposal. A scanner shows the 
view from its cockpit, with a con- 
























sole above indicating the status of | can ses how all the blasting 
the craft and weapons systems. appealed in the days of other 

Avalabis weaponry consists of | ATARI classits such as Space 
three computer-aided offensive | Invadersand Planatoic's, but now- 









each. Prolonged firing of the laser | imagination has been used in the 
desp space section — the explo- 


sions are nice, but that's about it 
PAUL 





malfunction = the heat level is 


monitored from the central dis- 








the larger Zylon 
Here, the Liberty 


y 
royers, 







more powerful lon Cannon, 































ommand Ships in tum | Control Keys: Cursor 

Joystick: Kempston, Cursor, 
interface 2 

| Use of colour: varigd and bright 
Graphics: effective explosions 
and smooth -serolling 

Sound: imitating white noise 
Skill levels: one 

Screens: eight: seven planets and 
the star chart 

General rating: À dated arcade 
conversion-of the “left, right and 
fira' variety, 


apon is the Surface Star Burst 
(SSB); this is a double missile, 
used - Zylón ground 
installations. 

Detensive shields are also car- 
red, with their status indicated by 































Switching to the star chart gives PrssaiadoR 
Graphics 
Plavability 
Addictive qualities 
Value fór money 


Overall 











When in enemy territory, land 
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| Producer: Martech 


Retail Price: E7.95 
Author: Creative Reality 


he very latest in licensing 
deals finds MARTECH trans- 
torming 2000 AD's Nemesis 
the Warlock from pen and ink into 
pixilated state. As ever the strug- 
gle between gocd and evil forms 
the plot, with Nemesis as Clint 
Eastwood, Thomas de Tor- 
quemada as Lee Van Cleef and 


| Toarquemada's castle as the wild 


| 


west. 

Defeating evil is the name of the 
game, and taking the part of 
Nemesis, the idea's to top the man 
at the top by infitrating his bastilla, 
Not am easy trick that, as Tor- 


MIKE | 


“ Fans of the 2000 AD comie 
strip may be à little disap- 
pointed by this release from 
MARTECH, as all qt really 


| amounts to |5 a simpla shoot 


em up escenaro, worked 
around the cult characters. 
| Even when viewed as such it's 
onhyan average hacking game, 


| the. action being ultimately 


repetitive. The attribute clash 
as figures walk along the plat- 
forms is really annoying, and 
lHaves the sereen looking 
messy and unfinished. Untor- 


| tunately, there is little real con- 
| nection betwgen the game and | 
| tfhecomie strip: goneare Grob- | 
| Dandonk, Ro-daws and the 


ABC - Warriors, and possibly 
amy lasting Interest with 
them. ” 





quemadas whacky fanatics are 
on the loose. Being a sensitive, 
socially aware type of superhero, 
the warlock finds that the only way 
to get to the heart of the problem 


| is to hack a fair few minions to bits. 


Ma, Sinal ra 
































| Not that Nemesis needs to hack 


them apart with his bare hooves; 
equipped with a swinging sword, 
venemous acid spit (look out Jan 
Leeming) and a death dealing 
firearm, our hero can blow 'em 
away with the best of them. 

On screen this is how the action 
happens: left and right controls 
Nemesis in those directions while 
Up and Down means jump and 
duck. Platforms are the backing 
for the big man's heroic exploits, 


| with his movements limited by the 


screen's boundaries. Only when 
an alioted number of denizens are 
destroyed is the passageway to 
the next level opened — however, 
this doorway is not obvious and 






GARETH | 


platform game 





to be in very bao taste! de 


“ Dear me! Nemesis the Warlock must be one of the most pitiful 

s "ve ever seen. The graphics are so horifis that when 
Nemesis is walking, his head disappears into the bottom of another 
platform. The mighty sword Excessus looks more like a bamboo 
cane, and' flickers on and off when fighting. The computer-nasty 
grapívcs are certain!y not for the weak stomached, and | found them 





| must be searched for. As the 


bodies pie up f's possible, and 
sometimes necessary, to use the 
Corpses as stepping stones to new 
heights. 

H you're lucky enough to have 
bullets in your gun, pressing the 
fire button sends thern in the gen- 
gral direction Of your enemy = 
otherwise it activates a swiping 
sword. Extra ammunition can be 
picked up about the landscape, 
but quantities are finite so it's mifty 
to be thrifty. A display at the bot- 
tom of the screen keeps you 
informed by delivering a host of 
useful information. This includes 
the amount of ammo remaining, 
the required number of terminated 

















“| them fast enough there 


| comtactwith a terminator the hand 
| ally wringing out all of the war- 
| lock's lite bibod, and thereby end- 
| ing the game. 


| changing icon of Torquemada, 















1 BEN | 
“ Although a lot better than | 
MELBOURNE'S Judge Dredda, | 
"Nemesis the Warlock is st 

not as good as it could (or 
| -sho have been. The 
| Bloodthirst comie-strip 
style IS adequately 

created, but the graphics 
still leave a lot to be desired. 
Fighting off the Terminators 
offers no real challenge as 
they don't do much damage 
= if you oblitérate enough of 




















shouldn't be any real hassle, 
| until the later levels where | 


É 
; 
5 
: 
7 


less pits make an appear- 
ance. Nemesis the Warlock is 
a slightly above average plat- 
| form hack “em up, with the 
added attraction of a big- 

name licence. | 


terminators and a particulariy 
grupgsome depicton of a hand 
squeezing a heart. This bloody 
graphic relates to Nemesis' 
strength, gach time he comes into 


Squeezes a littie tighter — eventu- 


Blz0 worth attention |s the ever- 


which. dictates his spiritual pre- 
sençe. This effects his minion's 


tanaticism so that even after dis- | 
Torquemada's | 


embowelment 
goons are often prone to transfor- 
mation into axe wielding Zombies 
when their master |s near. 
As tha levels progress new 
hazards threaten our hero. Flying 
words appear and bottomiess 
pits open, waiting for a careless 
step. Torquemada's terminators 
are tanatical4n their quest to purify 
the universe — so be pure, be vigil- 
ant... butmost of all BEHAVE! 


| Control keys: definable, latt/ 

| night, duck/jump, fire and spit 

| Nery acid needed 

| Joystick: Kempston, Interface 
4 


Use of colour: basic colour 
scheme withappalling clashes 
Graphics: incistinct as sprites 
merge with background 
Sound: below average, but an 
excellent Rob Hubbard 128 
tune 
Skill levels: one 
| Screens: thirty 
General rating: Somewhal 
disappointing licence with just 
| enough game to be above 
average. 
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In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors set 
themselves apart to dedicate their lives to à perfection in combat hat in itself was an artform, to a discipline of 
| mind that became a religion. The altalning of such excellence required an extraordinary diligence in selfdenial 
| MH and training in order to achieve the ultimate accolade “War Lord'. Kendo, Karate and finally Samurai are Lhe 

| tests that must be mastered before such honour can be bestowed. 
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Producer: Bulidog Soft 
Retail Price: £1.99 
Author: Icon Design 





6“ Colony is annoying, not just 
a little bit infuriating you under- 
stand, it's an inducer of full- 
blown 'screaming blue tearing : 
out hair syndrome', and its | 
great — for a bit. Appeal will be | 
short lived once you've [| 
memorised the map and disco- |: 
vered the various proble 

"After an afternoon's play I'd just 
about had enough ofit, butl dare 
say Fil come back to it after a 
couple of weeks. For two quid 


an versus  pest — the 

eternal battle for survi- 
val -threatens a far-off 
colony, it's a continual struggle to 
keep food supplies from being 
consumed by voracious crea- 
turas, 

| À fence is built to keep them 

| from the human compound, but 
still they get through. A mainte- 

| nance droid patrols the com- 
pound, consisting of seven stor- 
age and control buildings. Moving 
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between all the buildings, and able 
to carry up to four items at a time, 
the droid's job is to fix fences, 
destroy pasts that get in, harvest 
the crop and store it, and use the 
planet's homing beacon for the 
safe arrival of supply ships. 

Fences are repaired with wire 
mesh, wood or barbed wire, all 
taken from their respective stores 
via an option screen, and carried 
to the damaged site. Anything 
removed froma store must be paid 
for. 

Portable death traps can be 
used to block off galloping gour- 
met paths, but the creatures can 
De predatory, even lethal if the 
droid's shield energy is too low. 


| tsequipped with a laser of limited 


charge, although time must be 
taken to recharge shield and laser 
levels in the droid charger room, 

Mostoperations use power, and 
f too much is consumed things 


| switch off, use too little and the | 


generator overioads. The com- 
pound's supply is expanded by 
increasing the number of solar 


| paneis, available from the general 
| store. 


Credits are awarded for harvest- 
ing crops, but to generate a future 
yield, seeds must be taken from 


| the stores and planted on the com- 


pound's grassy sections. 
When the colony's supplies run 


| low, more are ordered from Earth. 


The droid activates à homing 


| beacon as the ship approaches, 
| but the longer it's switched on, the 


more power is used. Even then, 
the job isn't over. The supplies 
must be unpacked from crates in 
the appropriate buildings — and all 
the while, the hungry horrors are 
breaking in through the fence. 








you can't really go wrong. ” 


O After starting with tha great 
Feud, | would have thought 
BULLDOG Would know whal a game 
needs to be appealing! Here the 
ing fíttie thought of where the col- 
our should be used, and character 
detection is mediocre. Colony is 


no fun to play at all, The game's | 


idea is boring and repe | SO ts 
altraction wears off fast. “ 
PAUL 


8 There is an element of playa- 
bility here, but unfortunately the 
poor implementation means it has 
to struggle to make itself known. 
Resultingly, Colonyisn'tmuchofa 


' fungame. 





COMMENTS 


Control keys: definable 
Joystick: Kempston, Interface 2, 
Cursor 

Use of colour: basic and oddly 
defined 

Graphics: simple forced perspec- 
tive and averge definition 

Sound: average 

Skill levels: one 

General rating: Could have been 
an addictive idea, but poor 
implementation spoils. 
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Producer: MAD 


Retail Price: £2.99 | 


Author: Binary 
Design 


duce an army 
“drones. 


“and expendabis) 


pão 


lished im 
The. Quissa os is simply to: pror 
of scouts and 
Whila she remains 
immobile, the scouts flyaboutand 
the drones (the most common = 
patrol the 
ground. 


“Asector |s selected from the title 

after which the action 
ins (except on the 128 or + 2, 
when an animated sequence ilus: 


oading Amaurote on 
the 12B8K reveals a 
host of enhance- 
ments. For a start 
there's a standard 
David Whittaker title track, 
which blares out whilst the 
usual 4B8K attract mode 
goes through its scrolly 
paces. Once a sector has | 
been selected from the 
map, a beautifully ani- 
mated sequence of the 
Arachnus being manned 
and lowered to the planet's 
surface is accompanied by 
another Wihittaker Ea 
Gameplay is made infinitely 
| more atmospheric by an 
exploding queen 
sequence, and the weird 
soundtrack As the 128 
version is a significam 
improvement over the 48K, 
ve supplied separate 
ratings: | 
Presentation 98% 
Graphics 940% 
' Playability 93% 
Addictive Qualities 91% 
Value for Money 96% 
Overall 4% 


cd co Jhe local Flats 


= re Ego emo T 
a | Ea 
an ER H 
E 
= 


“ Amauróte's concept is an 

old and simple one — seek, 
locate and destroy How- 
ever, with BINARY DESIGN'S 
now familiar style of pres- 
emtation | Amaurodte 
remarkably  shck., 

| effects are pleasant 

| watch; the way the letters 

| fade from the screen is 
superb, and the freaky use 
of colour linking front end 
and the game has to be 

| seen to be beligved. The 
graphics, although monoc- 
hrome, appear solid and 
are suitably futuristic, mak- 
ing exploration of the 2,500 
locations really enjovable. 
You can change the preset 
colour too, so there 
shouldnt be much diffi- 
culty in finding one that 
suits you. There's plenty of 

| action and thought 
ii in Amaurote to 

apta E iso en for a 

good few 


more re Bombs, je 


Service. are also: alada Once 


| asa Ugo Tor nda tals Alb 5. 
in AE Naa whereabouts 


“ Well! What can | say, this 
game is just brilliant. | 
always like original games, 
and lve never seen any- 
thing like this before. There 
are so many different fea- 
tures to Amaurote that they 
would take too long to 
explain. The graphics are 

| Superb and the animation is 
unbelievably smooth = the 
only real disappointment is 
a lack a colour, dr it's not | 

| needed anyway. | almost 
fell off my chair when | 
heard that this is a budget 
game - how can such a 
| well-designed game be so 
cheap? It's a must for any 
Spectrum omner's collec- 


tion. ” 


| cheap price. " 


| Overall 


“Now this is more like it. | 


| haven't seen a game as 


original as this for ages. 


| Graphically Amaurote is 


superb, although lacking in 


| colour variation. it's also 


great fun to play. The scen- 
ery is densetly detailed with 
al the objects decentiy 
sized, although | could 
have done with more land- 
scape and less of the mas- 
sive border around the 
screen's adge. Amaurote is 
full of little features = the 
'Radio' being the best of | 


them - and it has lots of 
| content. But | did find the 
| playing keys 


strangely 
sHuated and very hard to 


| getusedto.Thatsaid, you'd 
| be foolish to miss this tre- 


mendous game at such a 


of a Quesn or the scouts and 
drones. 
. When the Queen and her-hive of 


ses onto ariother sector and then 
aoutas, uti a 25 Dam seen 


Control keys: Y-P upinight, 
O-T up/left, H-ENTER down/ 
night, A-G downleft, B- 
SPACE to fire, CAPS SHIFT 
for Radio 

Joystick: none 

Use of colour: monos- 
hrome, but backgróund col- 
our change option 


| Graphics: superb, original, 
| well-designed and animated 


Sound: uninspiring on 48K, 
quite extraordinary on 128 
Skilleveis: one 


| Screens: 100 in each of 25 
| -sectors 
General mata An amazing 


achievement in budget 
software, maghly playable and 
addictive. 


Presentation 
Graphics 939% 
Playability 42% 
Addictive qualities 91% 
Value for money DA Yo 
92% 


30% 
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RASTERSCA 


Producer: Mastertronic 
Retail Price: €1.99 
Author: John Pickford 


asterscan, a large damaged 
Rss: drifts uncontroll- 
abiy towards a tugging star, 
The cralt can be repaired and 
| flown away from its prospective 
death plunge, but the only means 
of domg this is using à globular 
maintenance droid called MSEB. 
But the rounded 'bot has a busted 
brain, fis one remaining sound 
| program is how to repair à pop up 
toaster, and it has no knowledge 
of how to operate a space ship. 
You have control of this limbless 
droid, and can move ftto the left or 
nght, up and down, through a 
labyrinth of coloured power cables 
and piping. A display atthe bottom 
left Of the screen shows MSB's 
position within the ship. 
Ônce repaired the droid can 
plug into, and operate the ship's 


machinery and instruments. Every | 


piece of equipment has a function, 
and once repaired it can be con- 
nected to the ship's power supply 
and this purpose defined, 
MSB's passage through the 
ship is not unobstructed. Locked 













“ At first | found Rasterscan 
very frustrating, | didn't have 
aclue as to what | was meant 
to be doing, even reading the 
inlay didn't help. After delv- 


finally found the secret and 
| | consequently enjoved 

| myself a lot. The ball moves 
| around the screen 
smoothly and has a neat trick 
of bouncing off walls, making 
the atmosphere realistic, It's 
a great pity that there's no 
sound, but you cant expect | 
everything from a budget 
game. Wellwortha look at, " 


.ersTronoaA oi 
MASTEMI MM 
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ing into this for a long time | | 









very ||| 











doors blóck certain sections ofthe 
ship. By manoeuvring MSB into 
the jaws of upturned spanner 
heads logic puzzles are revealed, 






PAUL 






's limited to a single tune on th 


“NT found' Rasierscan very annoving. The graphics are absolutely 
bnliant (digitised | presume), and hey remembered to put a decent 
splattering of colour in as well. Just the right amount of momentum is 
given making the gameplay feei right. 'm disappointed that the sound | 
fille screen, as effects during the | 
game would have made is much more atmospheris. The locks on 
each of the doors are all very easy, until vou come to the uselul ones 
WNICh are practically impossible to solve. There's lots fhere, and it 
represents good value at E 1,99 * 


ditering from lock to lock. Once 
solved, the door is opened and 
MSB is free to bounce on its way, 

The bridge contains a scanner, 
showing the ship's position as à 
flashing point, the star to which it 
is being drawn and several plan- 
ets. The scanner is triggered by 


ficking on, in the right order, a | 


series of three switches contained 











| De The limbiess droid called MSE (the segmented globe seer behind the red line) 


can be moved around the crippled vessel, lts position seen in the scanner 


botiom-lefi. 
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& By manosuvring MSB into the jaws of the spanner-shaped objects, puzzles are 
revealed, which, when solved, open doors to locked parts of the ship, 












| MIKE L 
“ The first thing that hits you 
about Rasterscan is the excel- | | 
lent graphics. The ball moves | 

smoothiy, and some of the 
scenery, like the cassatte rec- 
order, and the hand which you 
| Start upon, is. really nice, | 
| enjoyed it, except for the peca- | 
sional crash. It's not bad, but | 
| it's worth a look, even if only 
because it's one of the better 
Cheapies, " 












in a locked room close to the 
bridge. 

MSB pilots the craft from a con- 
trol room near the scanner. Here 
four indicators show the speed of 


| Bach engine, and a central circular | 


display gives the Rasterscan's | 


| direction and relative speed, 


Controlkeys: Qup, A down O 
= E night, 5YMEBOL SHIFT 
re 

Joystick: Kempston, Cursor, 

| Interface 2 
Use of colour: subtia but 
effective pastel shades 
Graphics: unusually hazy | 
backgrounds and smooth ani- 
mation 

Sound: limited 
Skill levels: one 
Screens: one large playing 


area 
General rating: An unusual 
concept which has been done 
justice in its execution. 


Fresentation 
Graphics 
Playability 
Addictive qualities 
Value for money 
Overall 








ENTER THE TUBE IF YOU DARE! 


. SURVIVE THE TRANSFER'ZONE, STEER THROUGH THE 
INNER TUBE DEFENCE MECHANISM TO REACH THE 
CAPTURE AREA, = 
THE TUBE IS AN AMAZING FAST ACTION SHOOT EM UP, 
WITH SUPERB GRAPHICS AND SOUND. 


ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY. 


| 
| 
| 
| 
| 


j | 
——mo eee 


us 


| Victory House, E 
| LA oRiEPLADE CBM 64 and Spectrum: 


jm 2895 





KINETIK 


Producer: Firebird 
Retail Price: £7.95 





s you attempt to circum- 

| navigate a planet, your 

Et ispace ship comes under 
the influence of à strange set of 
changeabie physical laws. Your 


| craft moves left, right, up and | 


down, but control is imprecise and 
variable. With this limitation, you 
| fly through a corridor of flora, sur- 
face outcrops and planetary 
| inhabitants. 

The characters PA andX lie on 


| the planet's surface and are col- | 
| Jected when flown over. À Latin | 























—J MIKE 
“| wasn't very pleased with 
Kinebik. H didn't really appeal 
to me at first, and | didn't find 
much fun in it later either. The 
graphics are colourtul, but too 
| small andundetaited for my lik- 
“ing. Rather than finding that the 
movement effect added to the 
plavability, | found 
annoying on some of the 
screens. Having said that, || 
think that a lot of people will 
find it worthwnile, especially as 
it's one of AREsiRO's cheaper 


GOOUSO 


&  Struggling againstthe eflects of gravity is only one of the problems encountered 
in the briliantiy coloured screens of Kinetik, 





“ The standard of production 

| aí FIREBIRO has increased con- 

| siderab!ly over the first few 
months of this year. lt takes 
quite à mile to gel used to the 
weird contro! and the massive | 
annount of magnetism on some 
screens -— but it's certainly 
worth the persistence, There 
are some great Iiítile baddles — 
every one of them quickly and 
smoocthly animated, aithough 
they did seem to reappear | 
guite often. The full price wasa | 
bit of a shock, but then again | 
so was the game! " | 
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word is then formed, completing 
your mission when presented to 
the hand of the Kinemator in the 
final screen. Should the word be 
spelled incorrectly the game con- 
tinues, if the letters are not col- 
lected your missión is doomed. 
Thirty-three points are awarded 






GARETH. 










them | 











“ Kinetik seemed boring and unexciting at first, but after a while 
à began to grow on me. The gravitational effect is absolutely 
brilliant, just crossing a screen is a fight between player and 
computer! The graphics are very smooth and well animated, with 
the only problem being that the same nasties appear on most of 
the screens. FIREBIRD have really made a good job of this game, 
but maybe it is a little overpriced? " 


for every one of the 44 screens 
moved to on the night, and 33 lost 
forevery screen entered to the left. 

Power is limited and continualhy 
diminishing. with energy drain 
increasing when walls or planetary 
inhabitants are touched. One of 
three ships is lost when power falls 
to zero, but another is galned on 
reaching 1,000 points. Flying 
through water replenishes power, 


| whilst full power and 500 points 
are generated by plicking up a || 


bonus symbol. 












Navigational and defence sys- | 


tems are available as follows = 
vafety Shields protect the ship 
irom lethal objects and energy- 
sapping inhabitants; a Powder 
Sprayer frightens the aliens and 
destroys walls, an Anti-Gravity 
mechanism counteracts gravity; 
whist the Anti-Physics device nul- 
lfies gravity, bounce, friction, 
gravitational and repulsive objects 
and saves some energy, a once- 
off teleporter moves between 
screens — but not all screens can 


| beteleported to. 


Instruments are acquired and 


| stored in an activated instrument 
|| box, with a maximum of three 
| mstruments carried simultane- 


ousty. Collecting an instrument in 
an already utilised box loses the 
previously acquired device. The 


| Safety Shield offers no protection 


from an occasionally appearing 
cube, any contact with this causes 


the loss of one collected device. 


Control keys: a up, z down, 9 
left, O nght, Q-P select instru- 
ment box, 4 - SYMBOL SHIFT 
acton, 

Joystick: Kempston, Cursor, 
Interfaçe 2 

Use of colour: extraordinanhy 


bright, and many used 
Graphics: smallish, but 
detailed, though nasties lack in 
vanety 

Sound: above average 

Skill levels: one 

General rating: An unusual 
and playable game despite the 
powerful gravity! 
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Producer: Electric Dream 
Retail Price: £9.99 


| the villainous, Mandarin Lo Pan 
| secure a mortal body. The 
girfrends of Jack Burton and 
Wang Chi are captured for this 
very purpose, and taken down into 
the underground world lying 
beneath san Francisco's 
Chinatown. 

In order to rescue Gracie Law 
and Miao Yin, our heroes, accom- 
panied by their friend Egg Shen, 
must fight a way through 
Chinatown and into the Manda- 
rin's sewer world, | 

Jack Burton at first defends | 
himsetf onky with his fists, though if 


Mandarin 5 lair he can pick up and 
use a Bushmaster gun and 
ammunition. 

Wang Chi is a martial arts expert 






BIG TROUBLE 


IN LITTLE CHINA 


who is able to 
sword he finds 


reen eved girls are in big 
demand, for only by marry- 
ing and sacrificing one can 


but piekin 


get far enough into the 





“ Tm sure that all th martial arts 
ig ru the 


ick up and use any 
« Blades become 
tragile and seg break, but 
replacements are found en route. 
Pag his two walking compan- 
ions, Egg Shen floats along oh : 
eushion Of mystical va 
cal powers are his forté though | fi 
tially the magic bolts he fires have 
limited range and strength. On 
finding a potion bottle 
shoot devastating lightning bolts 
over greater distances. af 
zapping ability has a limited life, 
up fresh potion 
SUDpiRE revives his strong magic. 
Controlling all three characters, 
you can switch between them at 
any time = by typing the initial letter 
of the characters name you want 
to take the lead. He is then leap- 
frogged to the front with the other 
two following. Each prospective 
hero is able to move forwards or 
backwards, jump, duck and attack 
at different heights, (from low to 
high). Weapons are picked up by 









|" —the backgro 





| tough character that stenped inn 











walking the appropriate character 
over them. 

As they prograss the status of 
each hero 15 given, Burton to the 
Jeft, Chiin the centre and Shen to 
the right. In each characters win- 
Cow, together with their portrarts 
are three entwined yin and yang 
signs - the male and female 
Chinese symbols of destiny. 
These indicate stamina levels and 
are reduced by exertion and con- 
tact with the Mandarin's quardians 
and his magic — food replenishes 
these reserves. À character dies 
wiien his entire stock of Yin and 
Yang signs vanishes. Collecting a 
potion bottle adds strength to all 
three heroes. 

The scenario unfolds over four 
levels. On the streets of Chinatown 
the Mandarin's  hoodilums are 
encountered. Highly skilled in the 
martial arts or carrying guns and 
swords, some of these evasive, 
somersaulting thugs do not allow 
our rescuers to pass without a 
fight. 

Stréet warriors also patrol the 
sewers of the next level, but now 
they are accompanied by energy 
sapping sewer monsters that can- 
| not be killed, only evaded, 

Lo Pan's Headquarters make up 
the third level, populated by hat 
wearing elemental beings called 
storms. At every level when 
gangsters or thugs are killed they 
evaporate into a smoke-pufl. 
Points are creditad at the base of 
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“What a Ane SAR Big Trouble is... The music's excellent || 
and very appropriate for the game. The effects are crunching, event 
they aren't ay Pete The graphics are very detailed and well drawn 
s scrolling smoothly, But that's about it! The game 

contains file else, Tgot very quickly borei! with Aee blowing. up every 


game. AESRENDAY teh pouição Je 





| sit aço 


| Overall 


















way. SU RR butno 
your be disappointed E 













the screen, on the death of each. 
Weapon- wielding thugs and 
SoOrms. give more points when 
destroyed. Defeat these and the 
other henchmen and Lo Pan him- 
self can be faced in combat. 


u “This: isn ta particularly amaz- 
game; the graphics are onhby 
: jequate, but the playability is 
there and there's, a few hours 
enjoyable scrappingto be had. 

haven't seen the film (and if 
friends" comments are any- 
thing to go on, then [i'm one of 
the lucky ones so | can'tdraw || 
any comparsons, but the 
game is reasonable; the only 
problem being its high price. || 
doubt its lastability - maybe a | 
few days, maybe a bit more — | 
but certain not ten quid's 
worth. Have a look, if only 
because there haven't been 
pa many good beat “em ups 


















The Marrage Chamber at the 
headquarters heart is thelast level, 
Here Armoured warriors appear, 
accompanied by Lo Pan who | 
fioats on a flying cloud. The united 
skills of all three herces are 
required to defeat the Mandarin, 
for Lo Pan must be shot, piarced 
ar zapped before he is eventual 
Killed. On his death Miao Yin and 
Gracie Law cân embrace their men 
once more. 


[COMMENTS | 
Control keys: 1/0 leftyright, Y/ 


| feat! Po fire 
ie «: Kempston, Interface 


Use of colour: very quod 
Graphics: smooth moving, 
animated foreground sprites 
| with detailecl but unvarving 
| Po pb 


ORAR Pesity play tune and 
diria ra FX 


four leveis 

edad rating: A well 
implémented licençe with 
plantygoing forit butitsahigh | 
pa to pay for slick presenta- | 


Presentation 
Graphics 
Plavability 
Addictive qualities 
Value for money 
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Producer: Melbourne 
House 
Retail Price: £7,95 
Author: Steve Taylor and 
Paul Gomm 


| »' in three adults are in prison. 

PTo reduce these numbers, 
long sentences have 
replaced by rehabilitation surgery 
which ramoves a criminal's anti- 





criminais (the Re-Formed or 
dentiy and take up mental posi- 
tons in police no-go areas and 
Penal Re-Form centres. 

Faced with the prospect of a 
reforming lobotomy, Deke has 
escaped from his holding prison, 
Iinso doing he damages the city's 
central computer, thus ensuring 
the inevitable destruction of the 
city itself. 


Deke is well Ped butslow 
to react in the fight segu 
The title music is Geri errou, 





contains the same old white 
noise elfects. Knucklebusters 


| is repetitive and represents low 
| valia, sa 
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ER y this carty 215! century one | 
been | 


social tendencies. Rehabilitated | 


Androids), cannot think indepen- | fm 


but sound during the game | 








If Deke reaches city limits he is 
safe, but to do that he must pass 
through six hostile zones — the cell 
blocks, guard area and prison wall, 


the city, down town precinet, outer | 


city wall, and via a single exit the 
city wall itself. With the city head- 
ing for self destruction, Deke's 
escape time Is limited. À running 
on screen countdown shows the 
time he has left. 

Five types of android lie in wait 
on Deke's escape route, each can 
be avóided or fought. Evading 
opposing-androids allows Deka to 
explore further. To do that he can 
run to the left or right, jump 
upwards or drop down to other 
levels and pass through doors in 
his multi-level platform world, 

Some androids cannot be 
avoided, they do not let Deke pass 


| offer, The : 
| Snough, witt 





“As a ul 


| Knuckiebusters price O lot 
raphics are nice 
some. pleasant. 


animation, particulariy on the 


Frio character, but |. oa a 


interostiniy bis, The de ar | | 
effects are good, but a suc- | 
Rest ga Toa conde con | 


pretty graphics and 

music to do well, as! m sure 
“the folks at MELBOURNE know. 
dede game tneyt veever 





| Egito 


than 
funky 


| places 


dd De eouidait: believe that 
data was a full- 
dy fo gn you certainly 

et ho for Sea 


aa to reg repoat themsonas, 
; “depth to 


gameplay. There is. como | 
Ema ecialy the emoo RO 


The 

is very original, but 

Pe to ti the oniy real 
“gained from 


ih ia | 





easily and require a sustained bat- 
tering with kicks and punches 
before theydie. Others can be dis- 
posed of merely by running intóá 
them. Points are awarded for kil- 
ng the lobotomised individuals, 
with am accumulating noints total 
shown on screen. 

Combat with androids reduces 
our escapee's energy levels, dis- 
played on the right of the screen. 
Should these fall to zero Deke 
hoses one of his three lives. His 
energy reserve is topped up Dy 
uncovering hidden supplies of! 
food and drink. These together 
with keys for passing through 
locked doors, extra points and | 
lives are concealed beneath boxes 
and oil cans and behind doors. By | 
kicking or punching away cbscur- 
ing objects these imlems are 


| revealed, automatically picked up 
| and displayed in the box at the top 
| nighto! the screen. 


However, some of these hiding 
conceal ambushing 
androias, nothing at all or are 
booby trapped, (when lhey are, a 
life is lost and à deaths-head 
appears in the acquisition box). 
Dere is not able to uncover any 
Object or escape through a door 
whilst being attacked. 


Control saga definable do 
| | ton, Interface | 


CU 
Usa pa soliiadinaio: 
Graphics: some good anima- 
ton on large char +: but 
gener Hly lacking in variation 
“Sound; reasonabie title tune, — 
Ita oleo note 
Skilitevelsione | 


| “General rating: A DRE | 
| Pa bala up whigh. soon | 


Presentation 


| Addictive qualities 
[Value for money 
Overall 




















Just tick the appropriate box(es) 
orentera figure as requested, 





| Do you intend to purchase a | 
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E) produce” 


F) Price 














| YOU READ 


When did you first buy 
| CRASH? 















| How many issues have you 







utility in the NEXT six 






FIRST BASE 





















| How old are you? 


| OCCUPATION 


YES, please state type Et | 







Li k 
| juniversity LIKE 
| C) Working Full Time 
D) Working Part Time 
| E) Unemployed 
a ai AO 






Do you intend to purchase a É 
peripheral in the NEXT six ' 











| YES, please statetype ... 











Do you intend to buy a new 
computer in the next six 






puter you intend to 


| On average, ER 
how many other people read [5h 
| YOUr copy of CRASH? [TIE 






bought since then? 
ALL 


If some, How many? 


How do you get CRASH? 


| Subscription 


Reserved/delivered by 


| newsagent 
| Off the shelf 


| Inorderof preference, which [id 
other computer magazines 
| eg Youbuy orread? (points 1- fi 


Computer & Video Games 





| Computer Gamer 


Popular Computing Weekil 


a aa 
EI] 


| Popular Com puting World 


5] 


L 


| Sinclair User 


| Your Sinclair 
Other (Please Specify) 


pe 





LI] 


















j j A h FINALLY uu 

Us E. A really nosey bit which wi | 
e SS | help us work out who you are R 
À and whatyou're about. If you 
E feel strongly about it, dont 
1 fill in this part- it's more “4 
À important we know what you im) 












award marks outof EMP 

| den for each of the following f 
features in CRASH | 
Adventure Trail CT) : 
| Advertisements COIE 
Charts [T) i 
Competitions [VIR 






What do you think of the 
standard of CRASH's 





































































| RASH - but we | 
| H Course nE mM feel about C . nrlia! BR 
| E torta LI] RUBBISH | EM would appreciate itifyou did: e 
Forum LIIR What doyou think offeatures [if How om Soft 
Frontline LL] a Such as Tamara Knight and spend pg idos | 
| Lunar Jetman LIIE Terminal Man? Ra Drinks: 
| News LI | : | 
| PBM Mailbox mas h | 
Playing Tips + “BE | 
| Previews ES 4 PRB | | 
Reviews | ae Would you be interested in [M | ve u 
Money Saving Offers [LI O seeing a Readers* Game É À How en maneira 
 subscriptionOfters  LIIM | Challenge? EB] spend EACH WE es? 
| Tech Niche [LI YES [— [88 packet foods like crispS * 
Tech Tips Li] | NO mn 5 


E IF YES, which formatappeals | 
to you most... 
Reader Vs Reviewer 
Reader Vs Reader 
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Any comments about an 
| all of the above? 
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dt 


| How much money doyou 
| spend EACH WEEK on ham- | 


Which reviewer do you most burgers or other “fast foo ds? Ma 


often find yourself in agree- 
ment with? 

Ben Stone DIE 
Paul Sumner [ 
| Mike Dunn 


o cera : RN which TV Station do you 
a | py 5 apicigangção | E watch the most 
" 
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TV 


o SOM Channel 4 





o And how many hours EACH [E 
| do you watch TV? CIIRAR 






"4 which Radio Station do you [ 

À listen to most? É 
BBC Radio 1 E LI 
Independent Commercial [] a 
Local BBC (PRE 
Radio Luxemburg [18 


am) More Often Than 
a] Occasionaly dio 


Rarely H : 7 E? e 
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iê there enough screen Source of referenc e a AESA ER ce ftulica re ie a 
shots? buying softw: & when === E e 
| YES — Always no E E die 
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“A new breed... . the best game ever”. 
AMTIX 
“The ultimate in game salisfacton . 
C.&V.o. 


“The bes! game ever written for a compuler”. 
ZZAPI6 


PEC SPECTRUM 
COMMODORE 64 =ire Ps Er AMSTRAD CPC 


LE Fiteré à a Plegesdered Trade Mark 0! Ertish Telecomemundcatioas plc. FIRST FLOOR Pla o ojos MFORD 67 LONDON WCIA 1PS 










































































“ Eve waited along time E some sort of follow-up to Winter games, 

























| Producer: US Gold/Epyx 
| Retail Price: E7.95 
Author: Choice 


ER à Mow's your chance to be a 
7 | sporting supernero by lak- 
no part in eight interna- 
tional events, representing one of 
18 countries. Tou decide how 
many events to participate in, and 
results are checked against the 
word record by selecting the 
appropriate option. The eight 
events are... 


1. Russian  Weightlifting  - 
Competition is in two classes, 
the 'snatch' and 'clean and 


each, followed by a judges 


wins the contest. 


pre-selected number of bar- 
reis stretches across an ice- 
rink.  Competitors skate 
towards them, using their tim- 
ing and skillto clear them with 
a mighty leap. Whoever clears 
the most is the winner. 


“ m not as impressed with 
this as | was with fts pre- 
decessor  - especially 
because of the ridiculous | 
wait between events. The 
graphics and animation are 
quite good, and colour | 
clashes have been keptto a | 
minimum. The backgrounds | 
| seem very similar though, | 

they look as H WwEre 
thrown together at the last 
minute. As far as Plavabilty 
goes, i's great fun! Espe- 
cialhy if you get some friends 
in to compete against, which 
makes the joy of winning 
even more. " 


















3. Mexican Chff Diving —- Here 
you choose the height. from 
which to dive from the clifts of 
Acapulco, The wind speed 
aftecting each dive is shown 
by an arrow s length at the top 
of the screen, and points are 
scored tor style and height. 

qd, French Slalom Skling - A 
series of flags run down a 
snow covered hiliside. Good 
reflgxes, agility and precision 
are used to ski through these 
in the -quickest time possible, 
A five second penalty is added 
for hitting a gate, whilst a fall 
results in disqualification. 

5. Canadian Log Rolling — Here 
you have to stay balanced on 
a fioating log which is being 
rotated in either direction by 
the feet of a lumberjack. Three 
attempts are allowed to com- 
plete the event, the last lum- 
Derjack to stay on the log is the 
winner, 
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Log rolling is just one of eight || toload half of them at the same time on the predecessor. This is ore 


jerk.' Three lifts are made in | 


assessment. The lifter who | 
raises the greatest weight | 


German Barrel Jumping — À | 





as we never saw any of the Summer Games on the Spectrum so this 
isit... The graphics arevery nice, butlfeltit was a little bit annoving 
having to load the events in one by one, especially as they were able 


events. Here, the uniucky of the better sports sims available, and | reckon that for the price, the 


? = a || amount of playability and lastability you get are matched just about 
es Sa right. Worth looking at. * 


VOO Sto df 



















7. Scottish Caber Tossin 
Here a small tree-trunk is lifted 
and thrown. The caber must 
fip over after it has been 
thrown, and the furthest throw 

| WINS. 

| B. Japanese Sumo Wrestling — 

Taking the part of an obese 

oriental matman, you attempt 


&. American Bull Riding = Hold- | 
ing om by a piece of rope, you 
must stay on the back of a 
spinning bull for eight sec- 
onds. Points are scored for 
style, with the length of your 
rope and the unpleasaniness 
of your chosen bull taken into 
account. 


to force your opponent out of 
a tiny ring. The contest's 
length and the reaction time of 
combatants determines the 
Score, 


The Grand-Champion of these 
World Games is chosen on the 
basis of five points for each gold 
medal received, three points for 
silver and a single point forbronze. 





“ Fm sorry to say that World Games is notas good as Winter Games. 
The graphics don't lock as raalistic and there's nota tune to behearo | 
anywhere. lt ssems like an eternity waiting for each game to load, and 
when it does it isn't really worth the wait. The controls make you feel 
as If you are using a computer and not actually playing a spor, 
Perhaps the next one inthe series will bring back some realism to the 
| games. 


| —J COMMENTS | 
Control keys: definable 
Joystick: Kempston, Interface 


2, Cursor 
| Use of colour: adequate tor 
| thejob 


| Graphics: uneven in quality 
trôm event to event 
Sound: meagre spot FX 
Skill levels: vary Detwesn 
events 
Screens: eight events 
General rating: À bit disap- 
pointing compared to previous 
games in the series, but 
| nevertheless, a worthwhile 

| package for the money. 
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apostcard, oronthebackofa | 
sealed envelope, and Plaice it 
| in a postbox addressed to 


Whelk k | THERE'S SOMETHING 
which is pn | * GOING ON" COMP, 
well... Ê | CRASH, PO BOX 10, LUD- 
Anyway, enoughorfthefinny | LOW, SHROPSHIRI 
Stuffand on withthebusiness. | 1DB. Entries in by 25 May 
Carter Falls Industries and | please. 
FTL are offering £100 worth of | | 
home aquarium equipmentto | 
just right to get you into the 
vo! mood. And for 25 


Hydrofoo!is an arcade adven- 
ture with hilarious overtones — 
| fora full report check out the 
hard of herring' says FTL's 
oyston Carter, referring no 
doubt to the bubbly Rob Hub- 
JK owners there's extra 
told me 


WEEVO'S BACK in a 
new and frothily excit- 
ing graphical adventure 


EA É 


takes placsinthé 










| 
E) 


The game 
watery world 





| | ofDeathbow--a planet which 











| what R's all about, least of all 
df o | over-worked 





| Teviewers is a daily task. So all | 

| cl old 1 entrie 

- | fishingline in thistangledskein 
 leadstothe fish, jotitdownon | 


“| clammed up abo 
Like Sweevo's Worla, 





BOOZE 

A deadly drug? 
EYE SPY 

We investigate the 
private investigators 


PRINCR 


MAN IN A 


R. A. ELECTRONICS MICRO-MEND | 
SUIT CASE sis, | asmee, || 
ro np “20502 65289 £ (0733) ema 
cao fran | 


Professor and Sun reporter 
papai 


| INTERVIE The Star Trek pilot Get read by 5 Piccadilly, Buhweil, Nottingham 
| A Tomato camera of Spectrum owners! NGS 9FN. = 151153 
and Eddie Rida Pretty In Pink vids and LPs | Advertise your services Snecirum repairs 1700, E 
| here! 2700, also keyboard reapirs. AM prices include 








EAST ANGLIA 


Keyboard E12 


£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 


£180 for 6 months. 
Get read by (MMS 
of Spectrum owners! 
Advertise your services 
here! 


£180 for 6 months! 
Get read by (MN's 
of Spectrum owners: 
Advertise your services 
here! 


NORTH EAST 


£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise ar services 


Repairs to all Sinclair range, inc. interface, 


Microdrive, monitors, 3 month warmanty 
Frog estimates. 














EAST MIDLANDS 



































ANing + PP ELRO 



















insured retum dedlvery 24 hour Service. 


For details of advertising in this 
section, contact Nick Wild om 
(0584) 4603 or write to him at 

Mewsfiold Publications, 
1/2 King Street, Ludiow, 
Shropshire, 578 1DB 


















£180 for 6 months: 
Get read by 000's 
of Spectrum owners: 
Advertise your services 
here! 


| Repairs: SpectrumiPius £ 12.00, keyboard 
| 8.30 Interiaçe & Microdrive E 1700 each. All 
fully inchesive, Callers meicome. 


Spectrum repairs E 17 fully inc. 3 month 
warranty, fast and rebiable service 


NORTH WEST 
Unit 2, The Orchard, Warton, 
Preston, Lancashire PR4 1BE 
= (0772) 632686 


Repairs € 14,95 fully inc; 24 hrs turm-rpund. 3 
| month 


guarantee. 
Why pay more? 


SOUTH WEST/ WALES 











ON SALE NOW! 
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sprawuled around 

E E Pay 

«À tail. = E hed 
cout onto the 
street below, The 
cafe Crouc hed im the 
a trosted qlass 
a door led out fc 


ko. 
HENDOM 
st as the day mas  Inoked ke E 


DN. bomb fre 


Pelas a datas are oftan difficult to 


but hore's a quido. 
DA Ed Fole 
| which may on Evolution 


? ; es pose 


o Po.95. Eat 


esa pat 
| Mordor, doi but the 


| mentioned are sul im  develoemer 


en 


the swooping Leviathan. 


ais Loibyfaço 


EA upa 
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teto 
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| pe a 
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h the ventilator shafts at the back of the factory, thaf's Thing in 
ii E. 


n the Spectrum this 
Thing's a bit contradic- 


tory. Alow CRASH to 
xplain. 


A Long time -ago a Commodore 
star simply named Thing was born. 
Thing had had to save the worid 
from an evil Goblin who had run 


“amok in the Toy Factory. Thanks 


to all your Commodore-owning 
friends Thing on a Spring was 
quite a success = but he never 
is opte in a Spectrum version, 
e was bound to be A Sequel 
- and there is, and this time a 
Spectrum one as well. S0 there 
you have it, a sequel without a pre- 


j - that's computer games for 


The Toy Factory was eventually 
saved, you'll be pleased to hear, 
but unfortunately the central com- 
puter was left running and it con- 
tinued to produce toys, all having 
an evil life of their own. (Re)-Enter 


E- cod irei À amoo 


Thing. 

Thing, his spring-as sprung as 
before, bounces around a factory 
consisting of platforms, slides, 
power fountains and tubes col- 
lecting pieces of software, eventu- 
ally tó use them In the destruction 
of the haywire computer. Of 
course, the evil toys have different 
ideas, 50 it's as well Thing can 
bounce over them. 

Additionally, he can sneak into 
the factory's ventilation shafts 
wherein he hurties. round, head 
over heeis, unbil reaching an exit to 
another part of the factory. In the 
shafts his direction may be con- 
trolled, but you've got to De quick. 
And the action is protiy fast, so 
you've got to keep Thing well oiled 
too, or his spring siezes up with 
unfortunate consequences. And if 
that happens there will never be 
another Thing to bounce back. 


tor breath on a blue pipa. The 


= srta Shou ha droninto one, 
step, raptada | 





»  TheThundorçal seen from above, 
To pick up things, il has to be postiioned 


ET ——————— *— mms 0 [—— mm e me un 


—— 


correcity and then backed ovor lhe objaci 





MASK 


Gremlin Graphics 


k to the computer screen in 
July. Based on IPC's MASK 
action comic, the game ollows the 
tortunes/ Of intrepid MASK agent 
Matt, adone force against the evil 
forces: of VENOM (Vicious, Evil 
Network Of Mayhem). 

Folowlhg à Bloody balile, the 
rest of the MASK team have been 
captured by Miles Mayhemand his 
VENOM squad. Matt now has the 
perilous task ofrescuing his fellow 
agents, who are not only tost in 
space but also in time. Whatis'to 
ba done? Simple hop into the 
trusty Thundercat jeepand irundie 
around a muiti-directional serol- 
ling landscape in search) of the 
other MASKetesrs. 

But, wait, it's not going tobe that 
Basy: VENOM have sent opposing 
craft out to defeat him. Killoravoid 
= two words to be remembered, 


Hi: Matt Trackker makes 








although kill 5 probably the best 
one tó kaep at the front of your 
mind! 

Two of Matt's collgagues reside 
on each of the many levels which 
axistin-different time zones. But, 
without theirmasks they're power- 
less — 80, recovering those-is top 
of Matt's fist, Having retrigved the 
masks, it's OM to locate four parts 
toa key. A complete keysets up a 
scanner guiding) Matt to his 
agents: Wiher both MASK agents 
are found, Matt progresses onto 
tha next level, further on in the 
future, where the same procedure 
'& repeated = only this time 
VENOM are meaner, stronger, 
harder and have even silher 
acronymic names. More news 
from the CRASH (Creative 'Riting 
And Silly Hactivíties) têam as we 
get it. 


&  VENOM agents drive tanks, but Miles Mayhem himself gets a sleek machine, seen 


here (left) attacking the Thundercat. 





SWEEVO"'S 


UNDERWATER 
FOOLERY 





HYDROFOOL 


FT 


| E 
à argoyle Games launched 
their FTL label at last year's 
PCN Show, and since then 
both FTL products, Lightforce and 
shockway Rider, have been 
tuturistic games. However, the 
test release, Hydrofoo!, retums 
to one of Gargoyle's best loved 
heroes - Gweevo. star of 
Sweevo's Word. 





In his new graphical adventure ; 


Sweevo is caught up in the watery 
word of Deathbowl - a planet 


totally submerged by the old wet. 


stuff. Now, here comes the 
interesting part — this is sui Fi 
early preview that Gra 
êweevo's creator, hasn 


decided onagame objectivel guto ? 


there's two possibilities — sites 


Elgni 
pd Pam 


attempt to keep itin. ie 
“K all depends wraror dare! 5 
enough memory teft 


time of four hours for pi 


oia ndod 












Greg, “H tior6i is, it would be great 
to have the water continually 
draining out. That would mean id 
all the rooms could be accessed 
alithe time, so tasks would have to 
be performed in a definite order.' 





200 averns. to 
explore, 5 and maybe ana 50 on 
the 128 version. 


Hydrafoo! shouldfeature a great 





perhaps a few less 





with a harpoon, of 
ng he doesn't like 


picked up along the way — Greg's 
ting on an average playing 





avers 
“Look out Tor our “rather fishy 
De and see if you can 
win. vourself a copy of Hydrofool. 





“deal more action than Sweevo's | 
World, and 

[ça instance Sweevo will 
“sorts, 80 à | 


riythi 
the look of can be blasted. And it 
should last a longer as lives canbe 


Greg' a if = as 
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“THE TERMINAL MAN 


' 0 E E Fr Ro il | E [ | Ir ar À | 1 
RR E = TEUUES LE 1 dE | E +) | j I L , F, 
É emories of heat PRE | CO i [| TR riE s j C e ir a ev 
E = a Fê = | 1e£-partadventure starting this 
; j À = En ci ES ; Ea ip Eai d 
Ivlemories of fire... 4à giant was dying... | month. But first, a six-page 

rê | mê. TE lhe : do 2e ) sod E 







E | Ta E 
NE THE LINER BREAPIA DIC NOT EXPLODE 
IN AN ERR-SPLITTING WHITE BANG — | 










| = THERE WAS NO AIR TO 
FUEL THE EXPLOSION 
OR CARRY THE SOuNP ur 






FOR Laura 


E] nSHE BURNEP WITH 

E THE COLOUR CF BLOOD — 

FIERCELY ANP SILENTLY 
CONSUMING HERSELF WITH 
HER OWN INTERNAL RIR 










WHEN SHE 
HIT THE 
PLANE T'S 
HTMOSPHERE 
SHE CARVEDR 
H PRETTY 
FIREWORK 


PISPL 
THE 
SK 















At” IN 
NIGHT 


—— 





MINUTES LATER HER 

REMAINS TORE A GREAT 
SCRRRED FURRONW IN “ 
| THE PLANET'S SURFACE + RR 






SHE HOP BEEN A BIG LINER, 
HER TRAIL SECTION HIT 
AT A SHALLOW ANGLE — 





Stricken by an anomalous hyperspatial jump, parts of the great liner Arcadia crashed spec- 
tacularly onto the barren surface of the strange planet. Amid the crackling fires a few sur- 
vivors stood numbed by shock, yet were still capable of surprise at the sight of a lone man 

| striding unscathed from the hottest part of the conflagration, 

His uniform tag said he was Cross, one of the Arcadia's officers. Wielding authority coldly, 

| he ordered the survivors to find a means of getting away from the wreck. A passenger 

protested; in the event of an accident, they were supposed to remain close to the liner. Cross 
pointed atthe sky... 


CRASH May 1987 135 














| The system into which they had been 


fiung contained thousands of planets 
arranged in what Cross explained was 
a Dyson Sphere-a feat oftechnology 
tar beyond the capabilities of Earth 


| Federation scientists. But the planet's 


inhabitants were primitive, as the sur- 


| vivors discovered moments later when 
"they were attacked by warriors. 


Through ingenuity and quick-thinking, 


| Cross drove them off by releasing à 





super-cooled stream of liquid oxygen 
frôm a cylinder. The attackers fed, 
carrying one prisoner with them. 

With the threai removed, Jin Kimas, 
agir'withsome Psi Powers, examined 
Cross" hands for oxygen frost burns, 
but she found none. Her suspicions 
aroused, she demanded to know who 
Cross was — and to her horror, he 
showed her... 


E” Just NHO-* 
| OR WVHAT — 

| ARE vou | 

( MISTER?/ 


During Arcadia's last dying 
moments, in the intense heat of the 
fires onboard, a strange silicon virusin 


| the planet's atmosphere invaded the 


ship's computer and reacted with the 


| partiy consumed body of Officer 


Cross. The new being 'rebuilt' missing 
parts of its host body using computer 
graphics, so that lhe computer could 
tulfilits primary function = to get the 
Arcadia's passengers — or what 
remained of them — safety back to 
Earth, 

Cross began moving the survivors 
away from the smouldering hulk, 
across the barren landscape. After 
many hours they came to a poor mud 
village where Cross and Jin spoke to 
an old man and asked him where they 
might find the starships that traded 


| between the Dyson Sphere's planets. 


The ancient was whimsical. It was 
blasphemous to utter the word “star- 
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” — THE 
E ARCADIA HIT 
VA AN ANOMALY 
DA INHER LAST À 
o JUMP, É 


ELACK HOLE 








GANT.4 


ship'-yethe knew itto be part of their 
racial memory. The ships were long 
gone and forgotten = almost... 

In the wicked city of Kebwob, ts 
despot Vilgarre enjoyed breakfast on 
his high balcony, entertained by the 
painsofa 'heretic' who was being tor- 
tured for talking of fiving through 
space and visiting other worlds — the 
captured prisoner from the Arcadia. 


' Vilgarre supported his priests = their 


religion was another in his arsenal of 


| political weapons for the oppression 


ofhis subjects -buthe had an interest 
inthe planet-infested sky above which 
was not so Godly, 

He hoped the “heretic” from the 






blazing wreck could tell himsomething 
of his fiying ship's nature, perhaps 
something ofthe worlds out there that 
Vilgarre craved to rule, andmore to the 
point, how a star vessel worked, 
Butthe passenger was no physicist. 


| Anhis pam he babbled about a man 


called Cross, the only one who might 
Know how to build a space ship for Vil- 
garra and help him spread his empire 
across the sky. 

In the village Cross and Jin leamed 
trom the old man that guarded relig- 
ous relics lay in the desert, but from 


WHICHORBITS / THENALLWE 9 
THAT RED GOT TO DO |5 FIND 
A FEPERATION 


BASE AND, 


RO” TIS E WORDI HAVE 
NOT HERRE SINCE Mi YOUTH. 


à BUT THINGS CHANGE - 










STARSHIP — 


WE USED TO SAT IT TO 
FANNOM OUR ELDERS. 





/ 


AT IS BLRSPHEMY 
e NOM sos 


the way he spoke of them Cross sus- 
pected they might be the remains of 
oldspace ships. Leaving the survivors 
in the care of the villagers, Cross, din 
and a gambler called Mandrell set off 
in search of the relics. 

Alter many days jourmeying, they 
came across the ancient hulks, and 
approached them unchallenged, 
Leaving Mandrell and Jin to keep 
watch, Cross located the ship com- 
puter'5 vestigial memory and merged 


| = they would never fly again. 


| across the desert was still clear to 
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withit. Butitwas quickly apparent that 
ihe vessels had ain there for centuries 









The thres returned to the village to TH 
find death all around. One fellow lived Tê 





T 
Bem R 


long enough to tell them that Vilgarre's "PO 
men had attacked, slain the villagers PES! 


and left with thedircadia's survivors In 
chains. 

With his pecuhar abilities, the 
departing soldiers' infra-red trail 
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KNOU HOW THE WORK 

ICAN'T BUILD ONE (|O 
FIND CROSS — ASK || 
CROSS —HE KNOWS // 
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RE É | | - TVE PARKEST ROTS 
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a FERRED ANP HATEP By 
kg % EVERP LIVING THING 


Unaware of the outlander's superhu- 
| man strength, the Guard Comman- 
der 's last scrap of awareness, as his 
own blade siiced through his throat, 
was to discover just how litile he knew. 
Jin and Mandrell grabbed any - 
N weapons they could lay hands on. But 
PB] there were 00 many anemies, and the 
PM three were forced to flee through the 
| rear of the Building, out towards a 
| primitive suspended railivay behind 
Grabbing one of the wooden boxes 
thai passed forcars on the movingrail: | 
way, they leapt aboard and were taken 
out of the station across the rooftops. 
ui a guards seria the fol- 
HEAT LEFT BY THE | APT AEE e O TONA NT ita a 
: | É ar approaching from the 
- EIN 7 PARTO, a cs a opposite direction, also filed with 


aa nn = enemies. They were trapped! 

In desperation, Cross reached up to 
the pulley carrying their car on the 
overhead rope, and stopped it from 






THE HUMAN CROSS HAP PIED IN TUE Crash E 

THIS ONE WHS À BIZARRE MIXTURE O 
HUMPIN, COMPUTER AND VIRUS. HÊ HAD 
SOME E EQUALLM BIZARRE POWERS,» 
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FOR THE GURRPS, HOWEVER, THE 
PROP WAS CONSIPERABLY GRENTER - 
AND FATAL 
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Cross. 50 he set off with Jin and Man- tha guardhousa Mandrell lost enough 


drellin pursuit. to keep the game going, until Cross 
| Thetrail lgad them to Kebwob, but | had collected all the guards' belts. 
with its high, well-guarded walls Thenhe, Jin and Mandrell made a dive | 


Cross" computer mind calculated their | for the street side-door, and es 
chances at getting in as being very as the surprised quards tripped over 


low. Mandrell had a plan however — their collapsing trousers, | 
one that played on a very human emo- Cross, Mandrelland dintook shelter 
tion Gross knew nothing about = in the poorest quarter of Kebwob, a 


greed. city tarronised by the fearsome Impe- 
The story was that Mandrell, aman | ral Guards, vilgarre's bluntest 

made mad by gambling and posses- weapon of oppression. But their pre- 

sed of valuable trinkets (suchas digital | sence was hard to hide and soon 





Pr] watches), onhy liked to gamble for enough Vilgarre's guards found them. 
E belts. The guards that stopped them They were searching for “the tall one' 
K,| at a main gate were taken in - what who was required to watch the 'here- 
Del, could they lose but their Delts? Inside | tics' being purified in the great 
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tuming. The friction this created he 

used to amplify the virus in his system 
ano provided power to bum through 
therope. It snapped, plunging their car 
a few feet through the flimsy wooden 
roof of a house, But the quards plum- 
meted much further, down into the 
Crowded streets below, and were 
maimed or killed. 

Next day Cross, din and Mandrell 
made tháir way, disquised as locals, 
toward the great Cathedral for the 
Ppunfication' ceremony, Their first 
sight of Vilgarre was of a darkened 
figure in the Imperial Box, listening as 
the High Priest intoned ritual words. 
Huddled together near the high altar 
stood the 'heratica! - Arcadia 's 
remaining passengers - awaiting their 
sacrífice. Cross stepped forward and 
challenged Vilgarre ta stop tha cere- 
mony. 

Astonished silence met his demand. 
Then the High Priest protested the 
sacrilage. But for a moment Vilgarre 
remained silent = he had what he 
wanted — the man who could make or 
| find him a Starship. 

“Take him” he ordered the quards. 
The nearest man aftacked, sabre 
drawn. But Cross merely caught the 
weapon by its blade, ar forced the 
| amazed, then terrifiad guard down to 
the ground. Cross's hand showed no 
sign of lacerations from the razor sharp 
| sword, and his ferocity quelled any 
further enthusiasm to approach him. 





-Hi5 BIZARRE 


























Again he turned to the despot and 
demanded that Vilgarre give him back 
his people. Vilgarre sensed a deal 
would have to bestruck a starship in 
return for the “heretics'. The bargain 
would be easy enough to break later. 
In his castle, Vilgarre, having heard 
of their discovery of the cold hulks in the 
desen, told Cross ofmore relics which 
he might visit. He told them that they 
were tó be found in the Burning Lands, 
a place from which few men had 
emerged alive, And he gave Cross 30 


“Gays to retum, with a space ship — 


otherwise the Arcadia's passengers 
would all dia. 

With no other options open, Cross, 
din and Mandrell set off on mounts 
supplied by Vilgarre for the Buming 
Lands. When they had departed, Vil- 
garre descended to the depths of his 
castle to awaken Karrian, an immortal, 
old beyond measure, wrecked, 
enslimed in evil and bound to Vilgarre 


HYERID CELLS COL 


REPRIR POMAGED TISSUE MANU 
TIMES FASTER THAN NORMAL — 


— By THE TIME HE REGCHED 
| THE SWORE, THERE WAS LITILE 
TRACE OF THE TERRISLE WOUND! 
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by 
rian to follow Cross, watch him, andbe 
ready to kill all three when the right 
moment arrived and a working space 
Ship had been discovered, 

Deep in the post-nuclear Burning 
Lands, Mandrell was started when 
Cross told him they were looking for 
usabls fuel cells, nota space ship. Vil- 


garrê already had the starship within 


his grasp, Cross explained, only the 
despot didn't realise it. Cross would 
Say no more and Jin's pre-occupa- 
tions were with the evil she sensed fol- 
iowing them, 

They came to a terrifying gorge 20 


BURNING 
LAND, 


ils a 


SOON THE VORTEX STRAIGHTENED| 
E OUT AND DELIVERED THEM TO H 
=| WIDE SPRCIOUS HALL TE 


arcane tes, Vilgarre ordered Kar- 


klicks deep. The trio were ponderinga 

means of getting across when, sud- 

Centy, natives held aloft on hang glid- | 

| €rs attacked them, 

| Withhis computer-fine instincts for 
gauging distance and speed, Cross 
leapt down onto thenearest assailant, . 
knocked him from his perch and then 

| glided round frightening oH the 
remaining attackers. Lower down tha 
chasm Cross landed and discovered 
the natives' village clinging to vertical 









rocks, lt was unnaturally quiet though, 
something had siain allits inhabitants. 
Joining him, Jin sensed that the evil 
thing following them had done the kil- 


| ling. Cross discovered a sailwing, big 


enougihto carry the three of them, and 
mounting it, they headed for the oppo- 


| site side of the gorge, 


Once safely down, the explorers 
continued on foot, taking occasional 
rests. liwas during one such stop that 
they were startigd by an ancient | 
Cowiad figure approachina, offering to 
guict them. Jin urged Cross to ignora 


| tt knowing that this was the evil pre- 
| sence she sensed had been following 











them. But Cross was prepared to 
accept the thing's guidance on his 


own terms and was saying so whenthe 


creature was rocked by four cross- 
bow bolts thudding home in its chest, 
The killer was din... 

Her actions made Mandrell angry, 
their onhy hope of a guide was dead, 
but Jin was unrepentant; the creature, 
she said, was a monster with only 
| death inits mind = theirs, 

During the next day the three seek- 


WHAT IS TH 
PLACE ,€ ã 
“WHO BÚLT 4 
PR” 















grs arrived at the edge of a vast, flal 
festureless plain. Cróss stepped down 
onto it= and immediately began mowy- 
ing away from the edge and the others. 


Buthe was delighted, recognisingthat | 
this was a sophisticated transport sys- | 


tem. Jin and Mandrell joined him, and 
together they all moved away from 
land" towards the distant centre 
where-a gravity “whiripoo!" carried 
them verticaliy down into the vast It 
underground hall of an ancient space 


Down some less well lit passages, 


O 







| Atftulispeed, to overcome its down- 
| ward force, the vehicie hurtled ati, 
through the sharp bend and up. But 
something was coming down, some- 
thing hideous and = splat. The re-ani- 
- mated body of Karrian was smeared 
overthe fligr's windshield. To their hor- 
ror the ruined figure started speaking, 
telfing them that nothing could kil Kar- 
rian, it was he who brought his friend 
death to others... 
E  Theflierhurledup outofthe gravity 
" vortex with Karrian incredibhy still 
DR clinging to its windshield, But before 
the monster could start clawing his 
way in at them, Cross handed control 
over tô Mandreil, and clambered out- 
side to engage Karrian in a scrabbiing 
fight. 

By this time the fliar's speed haa 
carmed them back over the city ot Keb- 
wob. Cross and Karrian battled, pre- 
cariously poised on the roof of the 
| craft, high above the spider web of 
| streets. Cross caught hisopponent off 
balance, but clinging to Cross, Raman 
pulled him over the edge so that they 
both tumbied towards the ground. 

Mandrell put the flier into a steep 
dive and screamed down aiter Cross, 
matching speed with his falling mass, 
so that Jin could reach out and pulihim 
in. They E managed in time before 

Mandreil had to pull cut of the dive to 
avoid the ground, 

Back aboard, Cross ordered Man- 
drell straight to the towering Cathed- 
ral, and in thr its massive doors. 
The flier stópped at the highaltarand, 

ing out, Cross told din to load fuel 
cells into the 'sacrífice' chamber, 
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A 


they came across a hangar bay 


packed with the essential fuel cells where he was sure they would fit per- 
Cross had been hoping to find. And fectly into slots provided. Meamahile 
they also discovered a flier, old but he lifted a stone slab off the altar top to 


revel a complex of controls beneath, 
The Cathedral itsell was Vilgarre's 
starship! 

As Jin completed her task, Vilgarre 
arrived with guards and the Arcadia s 
survivors. The despot was furious. He 
| wanted a space ship and Cross had 
| brought him a fiying cart. Smiáng 
grimhy, Cross pressed a control which 
caused devices all over the Cathedral 
to glow and crackle with power. Vil- 
garre's quards started fleeing in terror 
before their Gods - wrath. 

Amicist the ring panic, a temify- 
ing voice cried outto Cross. lt was Kar- 
“rianand he had unfinished busi- 
| NVilgarre had his starship, his dream 
of empires in the sky was nearly 


warting to be used. With the fuel 
loaded, Cross powered up the vehicle 
and flew fast, back towards the gravity 
vortex in an attempt to escape the 


ss 
AA O E" 
ho ih = 
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realised = onhy Cross stood in his way, 
He shouted at Karrian, telling him to 
take Cross and his companions, and 
having killed them, he would grant Kar- 
rian the oblivion the creature craved, 

As they struggled Cross told Karrian 
that Vilgarre lied, that onty he, Cross, 
could really provide Karan with pain- 
less oblivion. 

Karrian sensed the truth in Cross, 
and turned on his master. Grabbing Jin 
| viciousiy round the throat, Vilgarre 

pulled the girl before him as a shield. 


LIFE WITHOUT 
PURPOSE ? NO 
LOGICAL 
TASK TO BE 

ARRIED 
OUT; 


JD IN 
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But Karrian lashed out, knocked her 
aside unconscious, and grasped Vil- 


| garre in a death hold, The despot had 
| tricked him all along, used him in their 


obscensbargain as abringer of death 
to Vilgarre's opponents. Now he killed 
Vigarre, thrusting 
through the ruler of Kebwob. 

Cross kept his bargain, and sent 
Karrian into the ship's anti-matter 
drive field, where the creature's atoms 


| were painlessiy scattered across a mil- 


ion universes, making itimpossible for 


AT RELAXED THE 
IMAGES THAT 
IT GENERATED 
TO FILL IN THE 
MISSING PARTS 
DE THE HUMANS 
BODY — IT 
CERSED MONI- | 
TORING THE 


a sabre blade clean | 








immortal bei 


them to reform and bring back the 
ng. 
Tuming to Mandrell, Cross told the 


| gamblerthat he must now leave them. 


Earlier, Cross had discovered the 
ship's firing control was situated out- 
side the “Cathedral”, He preset the 
hyperspatial co-ordinates tor Earth 
while Mandrelltriad persuading him to 











remain with them. But Cross was still 
more machine than man, and he felt 
the need to be a machine again... 
With the Arcadia's remaining pass- 
engers inside, Cross went to the 
nearby building where lay the ignition 
control, remotely sealed ship's doors 
and set f for take off. Within the vessel 


| Jin recovered consciousness and 


realised that she had lost Cross 
forever. 

As the great star ship strained to 
reach the sky, the silly clutter of bits 
and pieces that had been built on to 


| her over agons fell away. The mighty 


vessel powered off up into the sky like 
a thunderstorm, consuming wicked 
Kebwob in the fire of its leaving. 

From the flames Cross strode away 
into the landscape, searching his com- 
ponent parts, à man's soul, virus and 


| computer brain, his mission as Officer 


Cross completed. High on a spike of 
rock, far from anywhere, the Terminal 


Man finished 
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Test your solving skills in 


THE COMPLETE 
CRASH 
COLLECTION QUIZ 


and WIN ... 


ISSUE OF 
CRASH EVER 
PRINTED! 





The all 


star 
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KEAN 
FREY 
CANDY 
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MANGRAM 
STONE 
KIDD 
PADDON 
SMITH 
EDDY 
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IRVING | 
BREWSTER 
GOODWIN 
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- | 
Long, long ago (We're talking the sortof | 
time when Ah Diddums was inits hey-day | 


and long before this particular Comps 
Minion was even a twinkle in Mum my 
Minion's broom) a rather strange com- 
puting magazine appeared on the news 
shelves one wet January morning. Even 
stranger was the name = CRASH. À 
magazine dedicated to assessing the 
latest games, it made other magazines 
laugh. "Ha ha! cried they, 'a mag that 
Spends most of its time talking about 
games — give it a few issues and it'll die. 

Anyway, enough of the pretentious 'lit- 
de would they realise . . . historical style, 
40 issues under our proverbial belts and 
CRASH is currently the biggest selling 
computer magazine in Britain. But what 
ever happened to the fabled Issue One? 
It sold out at the time, and such back 
numbers as Aggie had in stock, disap- 
peared a few months later. There isn't 
evena copy floating about the office, and 
hardly anyone at Newsfield Towers has 
anidea what Issue One looked like — Until 
NOW, 

Through the kindness of a CRASH 
reader (who wishes to remain anonym- 
ous), we ve obtained one of the last sur- 
viving copies of Issue One, The reader 


'Sêntus his entire collection from No. 1 to 


No. 39 to be used as a prize. Of course, 


some Ofthe earlier issues are a tiny bit 
'used', but on the whole it's in excellent 


condition. 
Not only that, but we've tucked them 


away inthree brand new CRASH Binders 


= and someone is going to win the lot! 
Wihoever it is will be winning over £50 
worth of CRASH memorabilia for the 
price ofa stamp! 

Simply hunt out all the names in the 
wordsquare of the people who have 
worked on CRASH over the last three 
years, and pop your solution in the post 
to ONE WANTS ONE COMP, CRASH, 
PO BOX 10, LUDLOW, SHROPSHIRE 


SY8 1DB to arrive here by 28 May latest. 


Firstoutof the bag wins. You can send in 
a photocopy ifyou don't want to cut up 


— your magazine. 
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